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Death can strike anyone. 


For the right price. 


You never know when death will come—unless you make a few special 
arrangements. Because once the Hitman takes your assignment, someone 
takes a bullet. It’s not a righteous way of life, but we all have to make a living. 
Even if it means making a killing. 


¢ Plan your assignment to account for multiple completion paths to each mission. 

¢ Access black market weapons, decoys, traps, and personnel from an innovative 
currency reward system. 

e Artificial intelligence that redefines the genre of the "Thinking Shooter". 

e Learn how to become a more proficient hitman through a comprehensive 
weapons and agility training session. 

¢ Gripping and mature plot driven by stunning cinematic visuals. 
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Describe Sacrifice . . . 

- You enter a world where you can actually drag 

your enemies back to your Altar, and then Sacrifice them 
to pleasure your Gods. The rewards. and power you 
receive are beyond your imagination. 


Is there more to the game? 
(1) Single Player (The Epic Strategy/RPG side 
of the game spread over 46 scenarios) 


(2) Multi-player (Over 20 scenarios 
via LAN, Modem or Internet) 
(3) World Builder (Easily design and build 


your own levels - we supply everything) 


What type of gamer will Sacrifice appeal to? 
- Sactifice is For the strategy gamers and action gamers 


that enjoy BATTLES more than the Farming. 


Do you have to be mean or can you be nice? 


- You can be nice, but you could kill an entire village ot 
innocent peasants, then mix their souls with magic to build up 


le a E eee | , 
your army of fighting creatures. Which would vou prefer: 
é — 4 
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Can you describe some of 
the more powerful spells? 


- There are over 100 spells in the game... One attack spell is called 
Death (very powerful)... It’s a giant shrouded 

Reaper you create. He has 3 giant blade and 

cuts down your enemies 


ate 


the air and then crash down onto your enemies. 
- Volcanoes, Tornadoes, Fire walls, Insect Swarms, world destruction 


and the list goes on... 
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— cc ona © What are people saying about it? 
* — ‘One of the 20 games that will save the PC’ 
“= cei 3 - Next Generation Magazine 
"We were completely spellbound watching armies of fantastic 
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creatures wander across hauntingly bequtiful landscapes. 
- PC.IGN 
“Not since Halo” have | witnessed such 
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GET BEHIND THE CONTROLS OF ONE OF SEVEN WWI AIRCRAFT, INCLUDING THE F4F-4 WILDCAT, F4U-1A 
CORSAIR AND A6M5 ZERO, AND FLY A CAMPAIGN IN THE PACIFIC. MAYBE YOU CAN'T CHANGE HISTORY, BUT 
YOUR MISSIONS WILL BE BASED ON YOUR PERFORMANCE, YOU'LL FEEL LIKE YOU'RE RIGHT IN THE ACTION 
WITH AIRCRAFT EXQUISITELY DETAILED RIGHT DOWN TO THE COCKPIT. SPECTACULAR DAMAGE EFFECTS 


AND REALISTIC WEATHER OPTIONS ADD TO THE REALISM. AND CARRIER LAUNCHES AND LANDINGS ADD TO 


THE CHALLENGE. WITH IMPROVED 3-D SCENERY AND A.l,, IT'S AN AERIAL COMBAT EXPERIENCE LIKE You've 


NEVER HAD BEFORE. $0 GET UP THERE AND HOLD ON. 
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features 

COVER STORY—Passing the torch 
With Myst III: Exile, Cyan passes the 
baton to Presto Studios 

Hating Myst: 

Did it kill the adventure game? 
The love-hate relationship continues 
Real Myst 3D 

Deja vu in 3D 

BY TOM CHICK 


Out of This World 

Stars! Supernova superheats turn- 
based strategy on a galactic scale. 
BY CINDY VANOUS 


hardware 

FAQs—You have questions, we have 
answers. This month: Color 
Calibration Matters. 
PREVIEW—Radeon Love 


ATI makes a clean break from its 


past with its newest 3D accelerator. 
BY JASON CROSS 


REVIEWS—With the 3D Prophet II Mx, 
Hercules delivers cheap 3D that 
doesn't stink. Also reviewed: 


Saitek GM2, Videologic Sirocco 
Crossfire. 


reviews 

Are you afraid of the devil? 
Diablo II delivers a Jekyll and 
Hyde experience, a combination 
of simple, no-nonsense, addictive 
hack ‘n’ slash fun that’s also 
somewhat repetitive, buggy and 
with behind the times graphics. 
But why can't we stop playing? 
Also reviewed: Icewind Dale, Kiss 
Psycho Circus, plus lots more. 
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upfront 

Serious Fun: Looking to the future 
while re-establishing ties to the past. 
BY STEVE BAUMAN 


newswire 

Still Kicking: Apple introduces its 
new generation of hardware at 
Macworld 2000. Plus Briefs and the 
PC Data Top 20 games list. 


first looks 

An early peek at some of the hottest 
upcoming games: the next Aliens 
Versus Predator, NHL 2001, Delta 
Force: Land Warrior, Madden 2001, 
The Dreamland Chronicles: Freedom 
Ridge and Tiger Woods 2001. 


rebound 
Previews galore revisited, plus 
various missives from our readers. 


next month 


Stars! Supernova — pg 66 
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Lush 3D landscapes provide 
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The Mirak Star League, ancient enemies of the Lyran.  / 
Star Empire, joins the galactic war with fighters, carriers \, 
and twice the missiles. 3 


Meanwhile the Organians have returned, orchestrating the rise of the 
seein ae  neinand "peacemakers" of the Interstellar Concordium. The ISC's 
concorpium™ Plasmatic Pulsar Device is a key element of their brand of peace. 
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re-establishing ties to the past 


n the July issue of the magazine [CGM 

117], we printed a letter from reader Tom 

Mazzullo called “Previews galore” in 

which he indicated a bit of dissatisfaction 

with the balance between covering future 

games and current or past ones. Based on 
the responses to that letter from readers (a 
selection of which can be found in this 
month’s edition of "Rebound”), many of you 
agreed. (Perhaps skewing the results some- 
what was the letter’s poor timing—it was 
included in our once-a-year “Ultimate Preview 
Guide” issue.) 

But you know what? We agree with you too. 

We've had a lot of internal discussions of 
how to better satisfy our readers’ interests in 
not only upcoming and current games, but also 
those that have made their way into the bargain 
bins or remain on hard drives years after their 
release. We don’t have all of the details worked 
out yet, but as always we re interested to know 
what types of articles you want to see. 

In addition to new types of articles, you can 
expect to see other changes to the magazine in 
the coming months. Many will be fairly subtle— 
there will likely be some organizational changes, 
with certain sections moving to new locations in 
the magazine to improve its flow—and others 
more radical (a cover-to-cover redesign). All 
changes are intended to better focus on our 
strengths and eliminate our weaknesses. Any 
and all design changes, for example, will be 
done to improve readability and the quality of 
the presentation (i.e. bigger screenshots) and 
not be some attempt to make the magazine look 
like some hyperactive MTV/ADD-inspired exer- 
cise in 21st century post-deconstructivism. 

In preparation for this, we've done reader 
surveys in recent months and, not surprisingly, 


by Steve Bauman 


we re finding that the readers of the magazine 
are getting younger. The obvious reaction to 
such a finding is to alter the magazine's tone or 
editorial approach to somehow better match or 
reflect that demographic. 

We tend to disagree with this line of think- 
ing. Based on your feedback, it appears that 
gaming “adults” (and we’re not talking about 
that couple in that slightly disturbing HEAT.net 
ad on the back of our July issue) often find the 
tendency toward ham-fisted juvenilia annoy- 
ing. You tune out after being subjected to the 
20th article that tries to figure out how to work 
in clever euphemisms for a woman's breasts 
into a description of Lara Croft. (We're guilty of 
this too... but we haven't written 20 Tomb 
Raider articles.) 

Perhaps more importantly, we've found that 
“kids” (both the literal and figurative ones) 
aren't offended by a slightly more “adult” or 
cerebral approach to gaming. You're a lot 
smarter than other publications give you credit 
for—not all of you get uncontrollable giggle fits 
when you see the phrase “suck ass” in every 
article, and you're not alienated by certain 
“highbrow” references. 

That’s not to say we're planning on being 
overly pretentious or stodgy; instead, let's 
buzzword this approach as “Serious Fun.” This 
phrase was used to describe the magazine back 
when it first appeared on newsstands almost 10 
years ago, and it’s still relevant today. Whether 
we're writing about the latest greatest game 
from Sid Meier or Blizzard, the rampant misog- 
yny present in so many action games, the 
philosophical ramifications of The Sims, or mak- 
ing fun of Lara Croft’s Barbie physique, we take 
our fun—fun in this case being games and the 
industry as a whole—seriously, and so do you. 


‘a | 


On a more personal note, | want to wel- 
come myself back from my self-imposed exile 
into “editor-at-large” land (I’m not sure what 
that title means either). Just a little history for 
those unfamiliar with the magazine's past: | 
(unofficially) took over the reigns of the mag- 
azine in early 1995 and was officially named 
editor in early 1997, a position | held until 
voluntarily stepping down in 1999 due to 
sunspot activity or impending Y2K hysteria (I 
forget). I'd like to personally thank Denny 
Atkin for doing an amazing job of running 
the magazine and we wish him luck in his new 
editorial endeavor. 

Finally, before you hit the “Send” button on 
your favorite e-mail program, yes that’s really 
Myst Ill: Exile on the cover and no, putting it on 
our cover does not denote some sort of sell-out. 
To fans of adventure games, they’re the equiva- 
lent of WarCraft Il or Command & Conquer to 
real-time strategy games. They’re the breakout 
titles that the mass-market embraced, and 
while they may not be as “hardcore” as other 
games (in either interface or control), you can’t 
just dismiss them solely because they were suc- 
cessful. The Myst games are incredible works of 
gaming art, with deep stories and mythologies, 
and | often wonder how different their reputa- 
tion would be with the hardcore had they been 
created by LucasArts rather than Cyan. 

(And just to let you in on a little secret, | 
loved both Myst games. If you want to revoke 
my membership in the hardcore gamers’ club 
for admitting this in public, so be it.) 

But consider this: the person who buys the 
magazine for the first time because they re 
interested in Myst /// may also read the detailed 
story about a game like Stars Supernova. Can 
that really be a bad thing? m= 


"It would be a damn shame if you spent your $60 for the month of July on Diablo II and let 
Icewind Dale pass you by." ~ Daily Radar 


"(Icewind Dale) is well suited for fans of Black Isle Studios' previous games, fans of classic 
hack-and-slash AD&D computer games, and anyone looking for an action-packed role-playing 
game with a lot of depth." ~ GameSpot 


"Action, action, and more action. This is an AD&D dungeon crawler's dream come true.” ~ IGN 
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Build an empire to dominate the 
world. Lead your people and 
master military, scientific, 
diplomatic and economic strategies 

over the span of 6,300 year 


Negotiate via the most advanced 
diplomatic model available. Use 
threats, counter-proposals or treaties 
as you deal with Al adversaries 
with distinct personalities. 
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Manage your empire the way 
you want. Dictate every decision 
or allow your mayors to govern 
their cities while you concentrate 
on the big picture. 


Play through scenarios and change 
the course of history, or create 
your own with scenario building tools 
on randomly created maps or 
on Earth itself. 
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THE POWER TO CHANGE HISTORY 
IS IN YOUR HANDS. 
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The G4 Cube: Computer or paper-shredder? This baby’s only 8-inches across. 
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Look Ma, no balls... and no buttons. The new Pro Mouse. 


till Kicking 


Blizzard has announced that WarCraft III will come out for 
the MacOS in 2001. 


Bungie’s Halo is Mac (and PC) bound. 


Apple introduces its new generation of hardware at Macworld 2000 


APPLE UNVEILED ITS NEW LINEUP OF COMPUTERS AT MACWORLD 2000 


in July, plus there was a renewed commitment from game makers to 


support the platform that, for the last year, hasn’t been looking that 


game-friendly. While overall sales of the Macintosh computer line— 


particularly the entry-level iMac—have been incredibly strong, 


game support has still been somewhat sporadic. 
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Dual-processor fun: the G4. 
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While a few major titles like Unreal Tournament and 
Quake II] Arena (and their various licensees) have 
already appeared, or are scheduled to appear, on 
the MacOS, a few high-profile major games like 
Half-Life were canceled, and most releases still fol- 
low their PC brethren by a year or more. And when 
Microsoft acquired longtime Mac developer Bungie 
Software [see story last month], some Mac zealots 
were concerned that this was another sign of the 
Mac gaming apocalypse. 

Apparently, those fears were unfounded. 
“Walking around the show floor and talking to the 
various Mac developers and publishers it’s clear 
that the level of support Apple is providing across 
the game community is making a huge and posi- 


tive difference,” said Graeme Devine of id 
Software. And looking at the new generation of 
hardware and software, it’s an exciting time to be 
a fan of the Macintosh. 


It’s all about fashion 

Apple is still mainly a hardware company, one that 
makes incredibly stylish machines for fashion-con- 
scious computer users. At least that’s been the per- 
ception hardcore gamers have had of machines like 
the iMac, which is now available in non “fruity” colors 
like “indigo,” “ruby,” “sage,” and “snow” (now they 
sound like shirt colors from a j.crew catalog). 350- 
5OOMHz PowerPC G3 processors power the new iMacs, 
which range in price from $799 to $1,499. “iMac is now 
more stunning and accessible than ever,” said Steve 
Jobs, Apple’s CEO in the press release announcing the 
line. “iMac is simply the world’s best computer for 
connecting to the Internet and making desktop 
movies in the homeor classroom.” 

Unfortunately, they’re still not the optimum choice 
for gamers, with limited expandability and mid- 
dling-to-average video. However, they may be inter- 
ested in the new dual-processor 500MHz Power Mac 
G4. “Apple is the first to make dual processors a 
standard feature in high-performance personal com- 
puters—and we are doing it without raising prices,” 


said Jobs. “These machines are wicked fast, leaving 
Pentiums in the dust, and we think our customers are 
going to love them.” Though you can make the valid 
argument that PC vendors have been offering multi- 
processor machines for years, most have been target- 
ed as workstations and servers running Windows NT 
or Unix, with very little gaming support outside of 
Quake. (id’s Devine pointed out that they are already 
adding G4 dual-processor support to the MacOS ver- 
sion of Quake I/II Arena.) 

The machines are powered by the ATI RAGE 128 Pro 
graphics card (not the new Radeon) and feature 
built-in USB and FireWire, Ultra ATA/66 hard disk dri- 
ves in standard configurations of 20GB, 30GB and 
40GB and support for up to 1.5 gigabytes of SDRAM. 
They also come standard with Gigabit Ethernet. 
They're awfully pricey, though, ranging from $2,499- 
$7,498 without a monitor. 

But if you're looking to redesign your stylish stu- 
dio-style apartment, feast your eyes upon the next 
generation Macintosh computer: The Cube. “The G4 
Cube is simply the coolest computer ever,” said Jobs, 
and based entirely on aesthetics, he’s right. Apple is 
revisiting the idea of a small square computer (it’s 
only 8 inches across) with this hybrid of the G4 and 
the iMac, powered by 450MHz and SOOMHz G4 
processors, as it’s something of a return to the design 
Jobs innovated with Next Computer. In its clear box, it 
manages to make the iMac look downright dowdy. 
Unfortunately for gamers, the Cube seems to lack 
expandability and, at $1,799-$2,299, is perhaps priced 
too closely to the more powerful bottom-end dual- 
processor G4 computers. 

In other hardware news, Apple is introducing on 
new machines a slick (but proprietary) connector for 


up company headed by Peter Tamte, former executive 
vice president of Bungie. This company will be in 
charge of bringing Microsoft game titles to the 
MacOS, including Age of Empires Il: The Age of Kings, 
Links LS, and Flight Simulator. “As a multi-platform 
entertainment company, Microsoft is committed to 
making its world-class games available for the PC, 
Xbox and other platforms through strategic relation- 
ships,” said Ed Fries, vice president of games publish- 
ing at Microsoft. 

Both Mac and PC gamers have been buzzing about 
Bungie Software's Ha/o since it made its first public 
appearance at last year’s Macworld, but Microsoft's 
acquisition of the company caused some speculation 
that it would become an Xbox exclusive. Speculate no 
more: “We are particularly pleased to honor Bungie's 
commitment to make ground-breaking games like 
Halo available to gamers on all platforms,” said Fries, 
“including the Macintosh.” (Fries also verified that 
Halo would be released for the PC.) 

In additional game news, Blizzard Entertainment 
was selling the MacOS version of Diablo II on the show 
floor. They also announced that a MacOS version 
WarCraft II] will be available by the end of 2001. 
Gathering of Developers plans to release almost all of 
their games simultaneously on the Mac, including 4x4 
Evolution, Rune, Tropico, Heavy Metal F.A.K.K. 2, and 
Bungie's Oni. 

Other companies porting existing PC games to the 
Mac include Maxis, with both The Sims and Sim Theme 
Park, Simon and Schuster Interactive's Star Trek Deep 
Space Nine: The Fallen. Some other games shown 
included the flight simulator Enemy Engaged, EA 
Sports’ Formula One 2000, Sin, Rogue Spear, Vampire 
the Masquerade: Redemption, Beach Head 2000 


Everyone in iMacs. 


monitors that combines power, video and USB sig- 
nals on single cable. Of more interest to gamers is 
the new pro keyboard, which is closer to being full- 
size than the previous ones shipped with the iMac 
and the G3 models. 

On the bizarre side, Apple has replaced the much 
maligned “hockey puck” mouse (which was so ele- 
gantly designed that it created an industry of “mouse 
covers” to make it more... mouse-like) with a new 
optical mouse. While Microsoft was first to market 
with this new generation of “ball-less” mouse, Apple 
has taken it one step further—they ve removed the 
button. Instead, the entire mouse is in essence a 
super-sensitive button—the body pivots up and down 
to actuate the click mechanism. How that will work 
playing Quake /// is unknown... but don’t be sur- 
prised if the mouse aftermarket continues to be 
strong for gamers. 


It’s all about games 
Microsoft made the announcement that they were 
forming a game-publishing alliance with a new start- 


(sorry), Worms Armageddon, and Driver. Publisher 
MacSoft has signed an agreement to bring over 
Hasbro's line of classic games to the Mac, including 
Centipede, Risk Il and, of course, Pong. Hasbro’s excel- 
lent Majesty will also be appearing on the platform. 


It’s all about Macs 

With a new major upgrade of the MacOS coming in 
early 2001 (MacOS X) and a sleek new line of 
machines, it appears Apple is still alive and kicking. 
Hardcore PC gamers often scoff at Mac owners (and 
vice versa), but there’s little question that their hard- 
ware is awfully sexy (both in the literal and figurative 
sense) and the games are still flowing (even if they’re 
still coming months after their PC versions). 

But if you listen to developers like id’s Devine, 
who has worked with Apple for 12 years or so (since 
his work on landmark games like 7” Guest), they feel 
that in the past year Apple has become more and 
more of a partner. “[They’re] really there for game 
developers right now.” Perhaps gamers will be there 
too. —Steve Bauman 


Better QA on the menu—Even the 
most hard-core Apple advocate, 
however, should admit that the 
finest attraction at this year’s 
MacWorld Expo was neither a gor- 
geous new graphics board nor a 
future hit software title—it was, 
rather, a gastronomic spectacle. 
At last year’s show, Ambrosia 
Software marketing exec Jason 
Whong made a rather hasty bet, that 
if any of his company’s games 
shipped with major bugs, he would 
eat a plate of creepy crawlies. As 
any entomologist will tell you, bugs 
can be found practically every- 
where, and such was the case with 
at least one of Ambrosia’s products. 
So Mr. Whong made an appearance 
each day at the 3dfx booth, publicly 
consuming such delicacies as 
Brazilian hissing cockroaches, roast- 
ed tarantula, 
} and even a de- 
i stingered scorpi- 
i on. We’d like to 
| see this become 
: ; standard policy 
#4 || for anyone with 
. final sign-off 
? authority on a PC 
* or Mac-based 
game. Kudos to you, Ambrosia, and 
a gift-wrapped bottle of Tums for 
the fearless Mr. Whong....Uncommon 
sense—LucasArts, having already 
taken the “most logical choice” 
award for contracting EverQuest 


_ developer Verant to work on the 


hotly awaited Star Wars massively- 
multiplayer online universe, has fol- 
lowed up that announcement with 
another entirely sensible decision. It 
seems that a single-player Star Wars 
RPG is in the works, and who better 
to bring it to life than Ba/dur’s Gate 
creator BioWare? While little is 
known about the game at this point, 
LucasArts has announced that it will 
be set many centuries before any of 
the Star Wars movies, at a time 
when the Jedi and the Sith were 
openly at war. With any luck, this 
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will reduce the Jar-Jar quotient of 
the game to nil. No word yet on 
whether BioWare will be using their 
2D Infinity engine, upcoming 3D 
Neverwinter Nights engine, or some- 
thing else entirely. Unfortunately, 
this is a title we’ve all been wanting 
since a long time ago, and the 
release date is still 


far, far away.... >>> 
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in the Dungeon & Dragons® Castle Sweepstake 


Enter to win and demo the game at 
www.playdnd.com/computergames. 
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Raking in the Simoleans—A lesson to 
would-be game companies out 
there—take risks. Sometimes, the 
best-selling games are the least likely 
candidates. Consider, for example, 
Maxis’ unassuming The Sims. This 
game-like entertainment title, which 
combines home decorating, general 
housekeeping, and interpersonal 
angst in one attractive, intuitive little 
package, has just reached the “wildly 
successful” mark. According to PC 
Data, The Sims has been translated 
into 13 languages, and has sold over 
1.8 million copies worldwide. This 
easily makes it the best-selling title of 
the first half of 2000. Of course, stiff 
competition is certainly lurking in 
Blizzard’s shadowy realm, but can 
you import hardwood floors or shag 
carpet to redecorate Diablo’s lair? | 
think not....Change for the better— 

In the “names have been changed to 
protect the innocent” department, 
Ripcord’s upcoming action title, 
M.0.U.T. 2025 has been renamed to 
the far simpler Shrapnel. This 
LithTech-based game now promises to 
offer not only an engaging storyline 
featuring an elite group of counter- 
terrorist agents, but also less chance 
of an embarrassing mispronunciation 
at your local software store.... Virtual 
basement-Model railroaders, prepare 
to abandon your basement kingdoms 
for the screen-lit gloom of your dens. 
Following on the heels of a variety of 
successful Japanese titles, the Western 
world is about to get a modern train 
sim. Microsoft, creators of the aptly-if- 
unexcitingly named Microsoft Flight 
Simulator, recently announced (what 
else?) the upcoming Microsoft Train 
Simulator. According to Microsoft, this 
title will offer hundreds of miles of 
painstakingly recreated scenery and 
some of the world’s most famous his- 
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toric and current routes, on lines such 
as Amtrak, Burlington Northern Santa 
Fe, The Flying Scotsman, Kyushu 
Railway, Odakyu Electric Railway 
and, of course, the Venice-Simplon 
Orient Express. It may not offer a full- 
service lounge car, but I’m sure die- 
hard rail buffs will be happy 
to provide their own beer.... 


5 
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Tiger Woods 2001 


The planet's greatest golfer goes real time 


EA SPORTS HAS ALWAYS HAD A TOUGH TIME IN CON- 
quering the golf genre, and with unrealistic system 
requirements and promised features that failed to 
make the cut, Tiger Woods 2000 was a bit of an under- 
achiever—decent yet forgettable. The PC golf scene is a 
crowded one, with (superior) games such as PGA 2000, 
Links, and Jack Nicklaus dominating the market. EA 
Sports wants to change all of that when Tiger Woods 
2001 arrives in November. By the sounds of it, this is 
the game that we were supposed to see last year. 
Several key features that failed to make it into the 
2000 edition should now see the light of day. The 
biggest newcomer is a new real-time mouse swing 
interface. It will be interesting to see how it works 
when combined with photo realistic visuals. An unwrit- 
ten rule in PC golf circles has been that you can’t do a 
real time swing with photo-realistic graphics. We're 
anxious to see how EA fares here. Of course the stan- 
dard old school tri-click method will still be available 
for those who don’t want to use the new model. 
Several PGA Tour golfers are included this year 
including Mark O'Meara, Justin Leonard, Brad Faxon, 
Lee Janzen, Mark Calcavecchia, Stewart Cink, Robert 
Damron, Stuart Appleby and Steve Stricker. You can 
play as or against any of these pros in events or prac- 
tice rounds. New courses include TPC at Sugarloaf 
and TPC at River Highlands. Every course from last 


Madden 2001 


' year's game is included as well. Game modes include 


PGA Tour, Pro-AM, practice, stroke, tournament, The 
Skins Game, shoot-out, match play, foursomes, four- 
ball, and the driving range. The PGA Tour mode 
should be similar to last year’s game, though we can 
hope it will not be quite as difficult! 

The rest of what is “new” is under the hood. The 
physics engine is supposed to be much more realistic 
and the course designer more refined so that archi- 
tects will have more tools at their disposal. 

Tiger Woods 2001 should hit the streets for the PC 
and PlayStation2 in November. —William Abner 


Tiger blasts out of a bunker. 


Online league support highlights new features 


THE MADDEN SERIES IS EA SPORTS’ MOST POPULAR 
franchise here in the states (the FIFA series holds that 
crown overseas). Over the past two years it’s evolved, 
with features such as a franchise mode and refined 
running model (along with very pretty graphics) mak- 
ing the game more robust and playable. This year, the 
folks at EA Sports are planning more goodies that will 
hopefully make gamers forget that Microsoft’s NFL 
Fever series has been put on hold for a year. Of course, 
this year, Madden is the only new PC game in town. 
First off, the graphics are simply splendid, similar 
to those in Madden 2000, but more refined. There are 
also a wide variety of new animations that should 
help make the game look even more fluid. However, 
the game will not support OpenGL or Glide this year— 
it’s Direct3D all the way. Madden 2000 had the dis- 


ed 


it’s a fumble! Check out the details of the stadium. 


honor of having quite possibly the worst menu inter- 
face in the history of PC sports gaming. The design 
team seems to agree as the new game has a brand- 
new front end that is much more navigable (mouse 
support is a lot cleaner, too). 

Despite early reports to the contrary, Madden 
2001's franchise and league creation mode has 
received a shot in the arm. Taking a page from 
Sierra's now defunct Front Page Sports: Football line, 
gamers will be able to create custom leagues with 
fewer teams and (finally) perform a fantasy draft for 
use in franchise league play. This was a missing fea- 
ture in Madden 2000 and we are thrilled to hear that 
it’s finally being implemented. 

Perhaps the most significant new feature this year 
is the advent of remote league play. A league com- 
missioner will have the power to sim games, etc. In 
fact, every feature that is available in the solo fran- 
chise mode will be available for online play. It’s a 
very ambitious feature and hopefully latency will not 
be an issue (and there’s always the problem of play- 
ing sports games online with strangers who have a 
tendency to quit when losing). 

EA Sports is also promising improved passing and 
running games, better blocking schemes, more stats, 
franchise histories and records, better audio from 
Madden and Summerall, and more control in setting 
defensive schemes. (Hopefully we’ll see the computer 
teams use the clock better than they did last year.) 

Madden 2001 is slated to hit the streets before the 
opening kickoff of the 2000 NFL season. —William Abner 


HOME CAR MULTIMEDIA CUSTOM 


ITS FATHER WAS 
A $5,000 HOME THEATER SPEAKER. 
ITS MOTHER WAS A SUPERMODEL. 


It sounds incredible. It’s packed with technology. And it’s 


sostovt 


thin enough to appear on the runways of Paris and Milan. 


Boston Acoustics introduces the first multimedia system 
using SST™ satellites. The result: dynamic, full-range, 


high-fidelity sound from a satellite that’s less than three 


centimeters thick. The Digital BA7500™, with Dolby® 


Digital, SST, and 4-channel compatibility, gives the 
PC gamer a big shot of audio adrenaline. Just what 


you'd expect from Boston Acoustics, a company 


with over two decades of loudspeaker expertise. 


To learn more about the Digital BA7500, visit 


www.bostonacoustics.com. Its parents would be so proud. 


www.bostonacoustics.com 


Also available at most electronics and home computing stores. 


For a complete Boston Multimedia story, visit www.bostonacoustics.com 
or order now toll-free, 1-877-333-4001. 
© 2000 Boston Acoustics, Inc. All rights reserved. Digital BA7500. Slimline Speaker Technology, 


and SST are trademarks, and Boston Acoustics and Boston are registered trademarks of Boston 
Acoustics, Inc. Dolby Digital is a registered trademark of Dolby Laboratories. 
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Qoo0, right into the money hazard— 
Great news for EA Sports—renowned 
developer Headgate Studios will be 
taking a swing at their next Tiger 
Woods golf title. Headgate brings 
with it one of the most successful 
resumes in computer golf, having 
most recently produced Sierra’s PGA 


_ 


|) PGA Championship Golf 2000 


Championship Golf 2000. Sierra 
Sports representatives stress that 
Headgate’s departure does not mean 
the end of their PGA series. While they 
have not decided whether the next 
title will be developed internally or 
by an outside company, and while 
Headgate does own both the code 
base and TrueSwing technology of 
PGA 2000, Sierra is apparently com- 
mitted to producing future quality 
golf simulations, and has not ruled 
out the idea of licensing the Headgate 
technology to do so. just more proof 
that in game development, sudden 
changes are par for the course.... 
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Gunman 


Hired Guns—Not everyone is thrilled 
with startup developer Rewolf these 
days. Rewolf originally made news by 
promising an extensive Half-Life total 
conversion, Gunman, which would 
take players to four impressively var- 
ied worlds in a completely new uni- 
verse. Since then, the worlds have 
begun to take shape, and the title is 
looking quite promising. So promis- 
ing, in fact, that the scope of the pro- 
ject has changed. Instead of being 
available as a free download, Gunman 
is now planned as a boxed commer- 
cial release, which should hit store 
shelves this winter. Of course, this has 
dismayed those players who were 
hoping for a free Half-Life add-on.... 
Six of one, half a dozen of the other— 
Fans of anime’-style RPGs may have 
been keeping a hopeful eye on 
Ronin’s Legend of the 


Blademasters, an American >>> 


| 
| 
| 
| 
! 
| 
! 
| 
| 
! 
| 
| 
! 
| 
| 
| 
| 
1 
| 
! 
| 
| 
I 
1 
1 
| 
| 
| 
| 
1 
1 
| 
| 
1 
4 
| 
| 
{ 
| 
! 
| 
! 
| 
| 
| 
| 
| 
| 
| 
| 
' 
| 
| 
\ 
| 
| 
| 
| 
| 
| 
| 
| 


The Dreamland Chronicles: Freedom Ridge 


The X-Com team returns to their tactical, alien-busting roots 


AREA 51. ALIEN ABDUCTIONS. MEN-IN-BLACK. WEEKEND 
sci-fi on the networks? Ridiculous pseudo-science on 
The Discovery Channel? Reality-based gaming from 
the latest redneck simulator? No, no, and... well... 
maybe. Bethesda Softworks’ The Dreamland 
Chronicles: Freedom Ridge revisits the ever-popular 
alien invasion theme, and nobody does this theme 
better than the creators of the legendary X-COM, 
Mythos Games. 

Set in the not-too-distant future, the invaders 
arrive in force with the intent of making Earth a 
home-away-from-home. After a mere seventy days, 
organized resistance is crushed and most remaining 


A room with a view. 


NHL 2001 


The year of the blue jacket 


EA SPORTS’ NHL SERIES IS AN ENIGMA. SINCE THE 
SERIES inception nearly a decade ago, it has been 
panned by hardcore hockey fans and drooled upon 
by those that simply want to play a fast paced, 
hard-hitting game of hockey. Can the series ever 
please both crowds? Probably not—well, at least 
probably not this year. You certainly shouldn't 
blame EA Sports for how the company chooses to 
design the game. Last year, NHL 2000, out of the 
box, was a mild failure because of some shoddy Al 
and gaffs in the scoring system yet it sold a ton of 
copies around the globe. After the patch was 
released, however, the game was much improved. 
Did it play like real NHL hockey? No. NHL 2000 
resembled a game that was not unlike hockey—kind 
of like if Vince McMahon decided to go with the XHL 
rather than the XFL. But NHL 2000 was a fun arcade 
hockey game that sucked away a lot of hours of 
game time. And by the sound of it, NHL 2001 will 
continue this tradition of “high flyin,’ ‘hard hittin,’ 
intense powerplay hockey” to quote the EA Sports 
press release. 

NHL 2001 comes with all 30 clubs, including the 
expansion Columbus Blue Jackets and Minnesota 
Wild, as well 20 International squads and a custom 
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humans are held captive by their new masters. Like 
rats and cockroaches, the aliens just can’t seem to 
completely rid themselves of the pesky humans that 
infested this planet when they found it. 

Your task, of course, will be to raise a group of 
rebellious freedom fighters to rid your planet of its 
unwelcome visitors. Beginning with few troops and 
scavenged weapons, you are in no position for a 
major offensive. But as you complete missions to 
rescue additional humans from captivity, your army 
will grow. Stealing alien technology (and finding 
uses for it) will help level the playing field. Your 
troops will increase in skill and ability as they suc- 
cessfully complete each mission. And in the end, 
you will find what the Men-in-Black were probing 
for in Area 51 (not to mention Billy Joe Bob). Or 
something like that. 

Freedom Ridge is a turn-based, tactical combat 
game with a sizable adventure and RPG element. 
Much of the storyline is derived from contemporary 
alien mythology; hence Area 51, Men-in-Black, 
abducted goobers, etc. Mythos promises to tie 
together these events and others to form a familiar 
backdrop that will drive players to seek the answers 
amidst a life-and-death struggle (the truth is out 
there). With an emphasis on story and character 
development, Freedom Ridge could prove to be a 
very deep, cross-genre game, with a tactical game 
that looks to be a modern-day X-COM. Do we really 
need it to be more? 

The Dreamland Chronicles: Freedom Ridge is sched- 
uled for release toward the end of 2000. —/eff Vitous 
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A pre-game moment of reflection. 


team builder. Career mode is back again this year 
and while the ten-year limit remains intact, EA 
promises much better general manager Al and more 
players can be involved in trades. 

A new player and puck physics engine is in place 
this year—hopefully this will lead to a better repre- 
sentation of hockey. New motion capture sessions 
were recorded so player movement (from fights and 
check animation all the way to skate cycles) should 
look even more lifelike than last year. 

EA Sports is planning for a fall release for NHL 
2001. Seeing as how this is the lone PC hockey game 
this year (unless Radical makes a surprise announce- 
ment) let’s hope it’s a real winner. —William Abner 


a "This is definitely not a 
7 : ‘me too' game: 


it has the potential 
to be one of the 
compelling strategy 
titles of the year.” 
" PC Gamer, August 2000 


"Graphically, this is ">. (i> 2 ya 
by far the 
most intriguing of 
the Battle Isle games” 
Computer Games Magazine, 
August 2000 
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emerge from the rabbit hole to a decaying and sinister Wonderland. With toys as weapons, 
you must destroy the ~ Hearts to survive. Do you have what it takes to 

defeat her sadistic minions and outwit her mind—numbing puzzles? Conceived and designed by 

rican MActSee, lead level designer for Quake® ant Quake Il’, this 3rd person action /adventure 
_ combines lethal shooter gameplay with fluid character animation. Using an enhanced 


version of the Quake Ill Arena” engine, explore the most detailed 3D action environments yet created. 
Ave you ready for this next chapter of Alice? Wisit aliceeaccom Se 
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title in the Japanese style. Now it 
seems they'll be getting more than 
they bargained for, as publisher 
Ripcord has decided to combine this 
game with its planned followup, 
Quest of the Blademasters. The second 
title would have been a multiplayer- 
only standalone RPG, continuing the 
story of this fantasy world. Instead, it 
will be integrated into the first game, 
and the combo product will retain its 
original name of Legend of the 
Blademasters. @ 


Aliens Versus Predator Redux 


Fox Interactive announces a sequel to its hot shooter... sort of 


AT AN OFFICIAL PRESS EVENT AT THE SEATTLE OFFICES 
OF Monolith Productions, Fox Interactive announced 
its intention to publish a sequel to its first-person 
shooter Aliens versus Predator sometime next year. 
The announcement was made at an event held to 
highlight Fox’s partnership with Monolith 
Productions; the sequel is the third title that Fox will 
publish for Monolith (after Sanity: Aiken’s Artifact 
and No One Lives Forever). Rebellion created the 
original game, and Fox affirms that it maintains a 
strong relationship with the UK developer, adding 
that Rebellion might conceivably work on future 
Aliens versus Predator titles. 

Both Monolith and Fox were reluctant to discuss the 
details of the project, which is not expected to ship 
until the summer of 2001. Fox Interactive has created a 
page on its website for the game that consists of a tiny 
popup window with the following helpful blurb: “Fox 
has teamed up with Monolith Productions to develop 
the sequel to Aliens versus Predator. Keep checking 
back for further developments as they are 
announced.” The folks at Monolith let a few more facts 
slip at the press event—apparently the game will 
retain the same basic design structure as the original, 
allowing you to play as either a marine, a Predator, or 
an alien. While unable to comment on any of the spe- 
cific elements of the story or gameplay, the team did 


NOVALOGIC HAS ANNOUNCED THAT IT WILL PUBLISH 
anew game in its De/ta Force line of tactical action 
games this fall. De/ta Force: Land Warrior will repre- 
sent a significant departure from the previous two 
games in the series, with a completely new engine, a 
heavier emphasis on story and character elements, 
and an infusion of information gleaned from work 
that NovaLogic has done for the U.S. Army. 

The most widespread complaint about both of the 
previous games is one of performance—while 
NovaLogic’s voxel-based engine is excellent at ren- 
dering large expanses of outdoor terrain, it is also 
excellent at reducing framerates to slide show per- 
formance, even on high-end machines. While 
NovaLogic is careful to emphasize that the new 
engine will retain “the greatest strengths of the 
voxel-based engines” (primarily the long view dis- 
tances) it also emphasizes that the new engine will 
be fully 3D and will support acceleration on all the 
major cards, Land Warrior will feature both indoor 
and outdoor environments, the latter with engage- 
ment distances of 1000 meters or more. 

NovaLogic also promises to deliver a cohesive, 
character-driven story based on the exploits of a 
squad of five veteran Delta Force operators (you will 
get to control each of the five main characters in turn 
throughout the game). Mission types will include 
hostage rescues, sabotage, and direct assault on ter- 
rorist compounds. A variety of new weapons and 
equipment will be featured in the game, including 
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hint that they were interested 
in taking the game ina 
slightly different direction, 
with a firmer emphasis on 
pacing and story. “We won't 
have the lights off all the 
time,” commented one team 
member, who then quickly 
looked over his shoulder to 
make sure that nobody 
noticed that he had let some- 
thing slip. 

Whether the lights end up 
being on or off, the LithTech 
engine will power the game. 
Monolith Productions’ CEO 
Jason Hall commented, 
“We're thrilled that this 
game will use the most 
advanced iteration of the 
LithTech engine technology 
available. The new enhance- 
ments will allow gamers 
unprecedented immersion 
into the [Aliens versus 
Predator] universe.” 
—Benjamin E. Sones 


Who is this person? 
Monolith says, “we 
can’t really comment 
on that.” 


~ Delta Force: Land Warrior 


NovaLogic goes voxel-less with their latest tactical action game 


NovaLogic emphasizes that the game will still focus 
heavily on long-range engagements. 


high-tech items from the Army’s next-generation 
Land Warrior program such as integrated video 
sights, head-mounted displays, laser range finders, 
and GPS navigation. NovaLogic’s “inside link” with 
the military is based on a recent contract to modify 
Delta Force 2 for use in the Land Warrior program (as 
a training aid). 

Land Warrior is scheduled to ship sometime this 
fall. -Benjamin E. Sones 
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When you’re online, 
you know how 

frustrating it Is to 
get disconne 


DISCONNECTED AGAIN. ENOUGH ALREADY. anything less than the “piece de résistance.” Ahhh...you’ve 
There you are happily gaming online when you hear got it. It's time to take action. It’s time to make a call. 
Sst | that one little word you know so well, HELLO, EARTHLINK. 

Rl 2 “Good-bye.” Suddenly, you're no longer firing lf you're tired of your ISP disconnecting you, why not 
| ay a laser-guided rocket at the back of your return the favor and call EarthLink? You'll find we have 
buddy's head. Instead, you're left all alone what you've been looking for in an Internet service 

with nothing but your thoughts to keep you company. provider all along. Like over 5000 local access numbers 
And one thought in particular keeps popping up. in the United States to help you get connected. And 
WHO DISCONNECTED ME AND a Fast Lane Internet monitor that automatically 
WHERE DO THEY LIVE? alerts us if you're having a problem with your 

How are you going to get back at your Internet | connection. So pick up the phone, call your 
service provider for ending your session just when ISP and in a polite but soulless voice say, 
you were starting to have fun? A million interesting “Good-bye.” Then call us at 1-800-EARTHLINK or 
ideas run through your head but you won't settle for visit us at earthlink.net. Because it’s your Internet. 


EarthLink 
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ou may have already noticed that this 

issue is a Diablo-rich environment. To 

be blunt, we've been playing a lot of 

Diablo II. So what would be more natur- 

al for this month’s column than a ram- 

bling discourse on how much fun we've 
all been having online? After all, Diablo was 
one of the first RPC titles to provide a true 
cooperative environment, and its sequel could 
only add to the experience. We logged on each 
and every night in gleeful anticipation of mass 
demon-slaughter. 

As those of you who've already played the 
game might guess, however, that’s not exactly 
how it all worked out. No, instead of glorious 
evenings spent traveling the trackless desert or 
the rogues’ wilderness, our after-work hours have 
been one long string of Please Wait -> Failed to 
Join Game -> Server Down. On those infrequent 
occasions where the ethers magically clear and 
permit entry to the virtual worlds known as US 
West or US East, it has been only a matter of time 
until the screen abruptly fades to black and 
informs us, smugly, that the connection has been 
interrupted. Cruel fate, thy name is Diablo II. 

Even when the servers have cooperated 
enough to allow us a bit of multiplayer bond- 
ing, the realm has never been so perilous. Gone 
are the days when your worst worry was a hail 
of arrows, a well-flung spear, or your own 
mage’s fireball in the back. Now the true 
enemy is an invisible and unpredictable lag, 
which causes heart palpitations each time you 
see your character swing ineffectually at a 
monster over and over and over while every- 
thing else stands still—you have just rolled the 
dice of fate. When the lag storm clears and the 
Grand Repositioning takes place, you can only 
hope that it’s the enemy laying dead on the 
ground. Just as often, though, the corpse you 
see is your own. 

So let’s see here, Diablo // sells over one mil- 
lion copies in two weeks. Say it with me, “one 
millllllllion units.” Most games will never sell 
half that many copies in their entire worldwide 


by Cindy Vanous 


Once upon a midnight dreary 


As | wandered, bored and bleary, 
Through many a useless, misspelled FAQ 


of confusing network drek, 

As | scrolled down, searching, reading, 
silently my heart was pleading, 
Somewhere must be answers leading... 
Leading, but yet never found. 


lifespan, so more power to Blizzard... but that’s 
not the point. As | see it, if they sold that many 
copies in two weeks that means they had that 
many copies. Which means that they planned in 
advance for the massive purchase rush. 

So what happened with Battle.net? How could 
Blizzard, knowing that their previous games 
were online sensations, have provided so little 
server capacity for Diablo II? Is it possible that 
they could have believed nobody would really 
want to play online? While this misconception 
might be a bit more forgivable in Blizzard's case 
than it was, say, in the case of EverQuest, it still 
shows a lack of thought or consideration which 
is at odds with Blizzard's image as one of the 
world’s finest game developers. 

I'm not merely lagged to death, but I’m 
bummed to boot. 

Now for this month’s Hidden Treasure. You 
kids today may not be familiar with Diablo's 
great-great granddaddy, and that’s a crying 
shame. This whole genre got its start many 


Quoth the lobby, “Server down.” 


years ago as a text-based dungeon crawl called 
Rogue. All the basic Diablo gameplay mechan- 
ics were there, except that the dungeon walls 
were made of minus signs, the monsters were 
letters (little b was a killer bee, big B was a 
Balrog), and your character was an @. Rogue 
eventually gave rise to Hack, NetHack, Moria, 
Angband, and a whole bunch of other freeware 
adaptations, each more elaborate than the last. 

You may think that a graphical title like 
Diablo would spell the end of its textual prede- 
cessors, but fortunately this couldn’t be further 
from the truth. The crown jewel of the collec- 
tion, NetHack, has been in a process of constant 
update, and has evolved over the years into 
something that resembles a “true” RPG and uses 
most of the keyboard for commands. 

If you'd like to see why | didn’t get straight 
A’s in college, stop by www.nethack.org and 
download the latest version. It may not have 
splashy pictures, but it’s addictive as heck and 
totally free. m 
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You Nave been 
disconnected } 


Why does little else matter in the face of Diablo II? 


hen Ultima Ascension was launched 
dressed in its shiny but bug-ridden 
armor, many people said, “OK, no 
way. I'm not playing this until they 
release the patch.” Vampire the 
Masquerade: Redemption appeared 
with a console-style save feature that delivered 
outrage to hordes of PC gamers who are simply 
not used to replaying that same level over and 
over and over again until they reach the next 
relief-inducing save point . Sure, console buffs 
are used to it, but for many it’s a downright 
hackle-raising way to play. Activision promised a 
patch that would not only provide a Save Any 
Time feature, but would let you name your saved 
games and custom maps, give orders while the 
game is paused, view enemy health statistics, 
enjoy enhanced collision avoidance, and other Al 
tweaks, as well as other additional features. Back 
into the patch-patience queue it went, while 
players (albeit grumbling players) somehow 
managed to accomplish other things. The patch 
arrived, feathers became more or less unruffled, 
and life (read “gameplay”) progressed as usual. 

“Waiting for the patch” has become almost 
acceptable in this day and age, and although 
we continue to bitch [insert shrill voice], “How 
can they even think of releasing a game when 
it isn’t even [expletive] done, for god’s sake? 
What, do they think we’re [expletive] morons? 
That we'll fork over our hard earned cash on a 
half-baked, half-finished piece of [scatologi- 
cal expletive] junk and wait for them to take 
their sweet time to fix the damn thing?” Then 
we illogically compare them to other products. 
“They don’t try to sell us cars with brakes that 
‘don't quite work yet’ now do they? 
Noooooo.” Then with that off our chest, we put 
the offending product in the corner and watch 
the newsgroups for information about the 
patch release. OK, a few people return the 
games in a good old fashioned "I’m not 
gonna take it any more,” style. They post 
nasty messages damning anyone who had 
anything to do with the pariah of the hour— 
the publisher, the designers, the program- 


by Cindy Yans 


mers, the producers, and the dolly grip. They 
make important commentary about the 
offending company such as, “Diddlegame 
Studios Sux.” The rest of us buy, try, vent, 
sigh and wait. Although | enjoy spray-paint- 
ing slurs on the downtown railroad bridge 
about game companies sucking, | am general- 
ly among the latter group. And waiting is usu- 
ally not a problem. Until recently. 

On June 28th, 2000, | invited the Lord of 
Terror into my life, and things have not been 
the same since then. | dutifully preordered my 
Collector's Edition and looked forward to Diablo 
li with mild anticipation, and as release 
approached, somehow the frenzy began anew. 
People remembered the addiction and count- 
less hours spent with the first game, and we all 
dogged the steps of the mail carriers asking one 
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work | rush home hoping that my short com- 
mute will ensure me a few minutes of lag-light 
play before the rest of the East Coast Server 
people get home. When lag is bad, | play any- 
way, and die countless lag-deaths, losing gold 
and experience until it no longer seems to mat- 
ter. All that matters is that now there are bas- 
kets and stashes as weil as urns and barrels! All 
that matters is that the unique helm | simply 
must have just has to be around that next cor- 
ner. Oh no, “You Have Been Disconnected.” That 
must mean that | have been disconnected! 
Again! For the fifth time tonight! 

OK, it should only take another half hour of 
continually typing in game names and pass- 
words to start a new game. Click, type game 
name, click, type password, click, choose game 
type, click, choose level difference, click. 


“Yes, it’s a miracle. It’s tedium. It’s antici- 


pation. It’s a time waster. It’s like nothing 
else available at the moment. ” 


another, ‘Is it here yet?” Finally one day, it 
was. After countless delays, Blizzard had come 
through. | logged onto Blizzard’s proprietary 
game site, Battle.net, and there it immediately 
was...The Patch. It corrected dozens of things 
that slipped through the cracks. A couple of 
days later, it became apparent that the game 
was just about unplayable in the multiplayer 
Realm mode. Of course that’s where everyone 
wanted to play, and Blizzard was unprepared 
for this. Login is near impossible, and lag has 
been horrific. 

It's been that way since the first day—and 
yet, this is one time people don't seem to be 
putting down the game and waiting for the fix. 
At least I'm not. | have arisen at 4:00AM on 
more than a few occasions to get a couple of 
hours in before appearing in the office. After 


“Please Wait.” Yes, it’s a miracle. It’s tedium. 
It's anticipation. It’s a time waster. It’s like 
nothing else available at the moment. Then 
another eternity will pass while clearing out the 
respawned monsters. But that helm has to be 
right around the next corner, doesn’t it? “You 
Have Been Disconnected.” “You cannot connect 
to Battle.net.” 

Last night | was playing with several col- 
leagues, one of whom said, “Why the hell do we 
continue to do this when it’s so annoying?” 

“If you figure that out, then please let me 
know,” was the reply. Midnight comes and 
goes, just a few more kills until | level. Was 
there dinner? Is it 4AM yet? And what the heck 
do they mean, “Gem Activated?” If you know 
the answer to the last query, you may be the 
only one. @ 
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Action games need a lesson in Narrative 101 


by Benjamin E. Sones q sil 


he developers’ families provided the 

voice acting and the story reads like a 

high school writing project, but it has 

some great action!” How many times 

have you read that—or something really 

similar—in a game review? Probably 
about as often as | have written it, which is 
far too often. As game budgets start to 
approach the magnitude of film budgets 
(there is still a gap between the two, but it 
gets smaller every year), it seems odd that 
most games still have that “garage band” 
approach to putting stories in their games. 
Writing, voice acting—these are the poor 
abused stepchildren of the game develop- 
ment world. What's worse, they industry’s 
lack of concern for all things narrative is 
probably responsible—at least in part—for 
keeping games out of the mainstream. Ever 
wonder why the average non-gamer thinks 
that computer games are for children? It’s 
probably because most of them sound as 
though children wrote them. 

The problem gets more and more glaring 
each year, probably because games are getting 
increasingly more complex. Five years ago it 
might have been okay to make a game that was 
just about shooting things, but how well does 
that fly today? Even games that get the “shoot- 
ing things” part right—Soldier of Fortune or 
KISS: Psycho Circus, for instance—are targets for 
critics who feel that they simply don’t have 
enough narrative substance. 

There is a big movement today away from 
the straight action game to something that is 
more of a hybrid. You see a lot of games billing 
themselves as “action/adventures,” or 
“action/role-playing games.” Strangely, most 
of them still don’t seem to put much effort into 
the narrative aspects of the game. It’s not 
unusual for a developer to spend hundreds of 
thousands of dollars building (or licensing) an 
engine, but how much do they budget for hir- 


ing writers and actors to bring their game to 
life? You would think that if a developer want- 
ed to put the spotlight on the narrative aspect 
of their game (and why else would you bill a 
game as an “action/adventure?”), they would 


Hetil 


develop the script for the game. Reviews of the 
game praised the game for its strong narrative 
focus, many describing it as “film-like.” Truth 
be told, the game’s story is really neither orig- 
inal nor particularly complex. In fact, the 


...developers are going to have to change 
the way they approach narrative design 
before computer games can gain any real 
level of mass-market acceptance. 


make damn sure that the narrative aspect of 
their game is worth putting under the spotlight. 
All too often it’s not. 

If you take a look at the credits in K/SS: 
Psycho Circus you will notice that the voice 
actors include staffers from Third Law. The 
position of “writer” is not listed at all (there is 
one writer credited with doing the manual, 
but presumably the game script was written 
by wither the lead designer or the level 
designers). Some people might argue that 
KISS: Psycho Circus is not the type of game 
that needs a lot of narrative, and to some 
extent they might be right. How much better 
might the game have been if they had hired a 
contract writer to do their script, however? Or 
better voice actors to bring it to life? Those 
things might not come cheap, but the costs 
involved are a drop in the bucket compared to 
the staggering amounts of money that are 
spent on technology. 

As with all things (except for death and the 
fourth quarter publishing rush), there are 
exceptions. Take a look at Ha/f-Life—Valve 
hired a published writer (Marc Laidlaw) to 


whole “inter-dimensional aliens take over a 
military compound” shtick bears a lot of 
resemblance to the first act from Doom. 
Anyone can have a good idea for a story, but 
a professional writer understands how to take 
a good idea and turn it into a compelling nar- 
rative. If a developer is going to have voice 
acting in the game (rather than delivering 
exposition as text), then they had better make 
sure that the actors are at least competent. 
Nothing can ruin good writing faster than a 
bad actor. 

The bottom line is that developers are 
going to have to change the way they 
approach narrative design before computer 
games can gain any real level of mass-market 
acceptance. Hard-core gamers are often will- 
ing to excuse shoddy writing and acting, sim- 
ply because they don’t have much choice. The 
average consumer won't be as forgiving. They 
will expect the same level of narrative quality 
in games that they already get in movies, 
books, and television. 

When you think about it, that’s not really 
asking for that much.... = 


‘ve been thinking a lot about what it 

means for a computer game to have a 

“Story.” The more | think about it, the less 

happy | am with the whole idea. | loved 

Planescape: Torment, and all of the 

reviews I’ve seen have been glowing. So 
then | recommended the game to three big 
role-playing game fans | know. These are 
smart people, and all work in the game indus- 
try. | thought for sure that they would love the 
game. After all, | liked it, and critics liked it, so 
it must be marvelous, right? 

None made it past the first third of the game 
before giving up. | asked them why, and the 
answer, with minor variations, was the same: 
Too much story. While playing, they wanted to 


by Jeff Vogel 


of others) that we forget this. Sometimes the 
marketing department will go on about how 
great a game's story is, but that’s just a des- 
peration move. 

Computer games aren't about canned, pre- 
made stories, conveyed in text or cinemas. If 
that’s what people want, they can get a good 
book or videotape and get a much better story- 
telling experience in much less time. 

No, when | sit down at a good, warm com- 
puter game, | don’t want to ride a rail through 
someone else's cliched story. | want to make my 
own! When | play EverQuest or Alpha Centauri 
or The Sims, |’'m not watching a movie, I’m 
writing one. Sometimes, that movie is sort of 
dull (the EverQuest one, especially), but it’s 


A good story is important. It gives the play- 
er’s actions meaning and context. It’s much 
more interesting to stick your sword into the 
gooey slime monster when you’ve been 
informed that it ate your girlfriend. 


be doing things, but they couldn’t. All they 
could do was sit around and read. 

| was stunned. How could they not think 
that this game was as brilliant as | did? 

It was then that | remembered one of my all- 
time favorite rules to bear in mind when 
designing an RPG: Gamers will forgive you for 
having a fascinating, detailed, intricate story- 
line, as long as you don’t bother them with it 
too much. 

Sometimes we game designers become so 
enamored with our artistic brilliance (or that 


mine. | decide who the protagonist is, what he 
or she does, when and how it happens, and 
how the story ends. 

Computer games are neither books nor 
movies. They should not try to be books or 
movies. Playing a computer game is active. You 
have to act, to do things. Reading a book is a 
passive activity—a highly worthwhile activity, 
but nonetheless passive. Playing a computer 
game is, or should be, visceral and exciting. 
You should be moving and doing and fighting, 
not just watching or reading. 


7 Enough with 
a the story 


Neither a literature nor a film critic 


When there is a decision to be made, you 
should be allowed to make it. You shouldn’t be 
told what choice you make. Planescape: 
Torment had some bits of dialogue where you 
got to decide how to react to people and 
whether to be good or evil, which was great, 
but you still spent most of the time being told 
who you were and what you would do next. 

Now don't get me wrong. This doesn’t 
mean that there shouldn't be a story. A good 
story is important. It gives the player's actions 
meaning and context. It’s much more interest- 
ing to stick your sword into the gooey slime 
monster when you've been informed that it 
ate your girlfriend. However, a little of this 
stuff goes a long way. Once you have the 
basics of the story, it should then be polite 
enough to get out of your way so that you can 
start being your own person and playing your 
own character. 

| loved Planescape: Torment, but | have to 
be honest. Looking back, about the five thou- 
sandth time | had to wade through another 
huge, sticky wad of text to get to something 
exciting, | wanted to just pull out a sword and 
start chopping. Some of the writing there was 
brilliant and moving and made the game 
worthwhile. The rest just sat there and got in my 
way. It’s just that, when all is said and done, | 
think that a computer game should aspire to be 
more than a glorified book with pretty, animat- 
ed pictures. Even a good computerized book is 
still a book, and we already have libraries full of 
the things. Planescape is a great translation of 
old media into a new form, but it’s still the same 
old thing. It’s still just going through the 
motions of someone else’s story. 

Enough. | don’t want to see your movie. | 
want to make my own. 

Jeff Vogel is the creator of the shareware role- 
playing series Exile. Rumor has it he’s not always 
grumpy. His column appears monthly on 
Computer Games Online (www.cdmag.com). m 
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t’s time for me to fess up. | really don't like 

playing sports games online. I’ve been in 

the closet about this for quite a while, but | 

think it’s high time | came out and said it: | 

rarely play sports games over the Internet. 

It's not so much that | am against online 
gaming in general; | played a MUD while in col- 
lege for more hours than | care to admit. | also 
enjoy LAN games quite a bit. 

When | can get a group of my friends in the 

“game room” of my home, we have a merry old 


Multiplayer 


Coming out of the solo game closet 


by William Abner 


He even wondered aloud if it was worth all of 
the cash. Heat.net’s High Heat room was any- 
thing but hopping. It was a great game, but 
it was also very buggy out of the box. One 
can only speculate if that would have been 
the case if Team.366 had focused 100 percent 
on the solo game and nixed the multiplayer 
stuff entirely. 

There are other aspects of online sports 
gaming that can leave a bad taste in your 
mouth. | fail to see how it is fun to play NHL 


There is nothing more annoying than when 


you are beating some poor guy and he quits 
the game outright. These are the risks you 


take when playing a stranger in a one on 
one game over the Internet. 


time playing all sorts of games (sports, strate- 
gy, RPG, etc.). It’s one thing to play with a 
buddy who is sitting right next to you (in per- 
fect taunting reach) but it’s quite another to 
hop online and play a game against a perfect 
stranger. | just don’t see the attraction. Sure, 
it’s always better to play a game against a 
human rather than Al but there are so many 
negatives related to online sports games that it 
hardly seems worth the effort. In fact, I'd go so 
far as to say it could be a waste of money when 
developers spend too much time and resources 
on the online components of a game. 

Take High Heat 2000 for example. At the 
1999 E3 Expo, 3DO’s Mark Dickenson informed 
me that the team spent a ton of time getting 
the online portion of High Heat 2000 to work. 


2000 online against a guy named “IROOL, ” 
who has a cheat activated that gives all of his 
players maximum skill settings. Yeah, sign me 
up for that abuse! It’s also zero fun when 
someone quits when losing a game. There is 
nothing more annoying than when you are 
beating some poor guy and he quits the game 
outright. These are the risks you take when 
playing a stranger in a one on one game over 
the Internet. 

What frustrates me more than anything is 
that | have to question whether or not our 
sports games would be better if not for the 
desire to add online support to every game that 
hits the shelves? It’s become a norm of the 
industry and games are panned nowadays if 
they fail to have online support. NFL Fever 2000 


and NBA Inside Drive 2000 were both picked 
apart by the media and some vocal fans due to 
the fact that they were both single player 
games. People tend to ignore the fact that NBA 
Inside Drive played a fundamentally better 
game of basketball than NBA Live 2000. Would 
we see better Al or more feature rich games if 
not for online support? We can only guess, but 
it sure seems likely. 

There are exceptions. Golf games make for 
good online games. If the guy quits, you can 
keep playing your round—no big deal. Racing 
sims also make good online games for the 
same reason (unless a jerk decides to play 
demolition derby). And there is one aspect of 
multiplayer gaming that | always look for in 
the sports games that | play. A game needs to 
let more than one person play in a league for- 
mat. If a group of friends wants to play a 
league of Madden 2000 then it should cer- 
tainly be an option. Sports games are great 
when you live in a college dorm or an apart- 
ment and wish to play with all of your friends. 
However, this isn’t quite the same thing as 
dedicating tons of money and time on 
modem-to-modem and Internet support. 

There is also another form of online play that 
| think is warranted. Online league support can 
be something that gives a game extended life. 
Fans that are in Internet leagues are still playing 
Sierra’s Front Page Sports line. (With full HTML 
support, etc.) But even those leagues are not 
played one on one. A league commissioner runs 
the league—so that too is a bit different. 

I'm not against having sports games offer 
online play. | am against online play that gets 
in the way of the development of the single 
player experience. And for the past few years it 
certainly seems like that has been the case. 

And people wonder why some yearly sports 
updates are so paper-thin. Perhaps we should 
start blaming our modems. i 


Arrgh! 
The cheats the old man 
gave me are useless. 


Button-mashing fool! 
Happy Puppy has made 
my kung fu stronger. 


The wise also know not to get cheats from some old dude living in 
a hut. The most up-to-date cheats, reviews, and demos for games 
on every platform are all free for the taking at happypuppy.com. 


It's great for regular gamers, drunken masters, and even old dudes 
living in huts. 
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bugs, demos 
and th 


o there | was, at 4:30 pm last Sunday, 
having spent four hours struggling with 
buggy CD Recorder drivers, having 
spent the entire day before struggling 
with a buggy video card driver, and 
destined to spend the following day 
fixing a buggy game. The driver bugs | can 
blame on outside companies. Unfortunately, 
the buggy game was our game, Tropico. That 
the game was buggy shouldn't be surprising— 
we're months away from even the alpha devel- 
opment stage yet. Still, we had to trot out our 
unfinished baby for yet another round of 
demos—this time at the Macworld convention. 
In the last few months, we've also had the £3 
convention, a European press tour, and several 
in-house press demos at our office. Every single 
one of them hovers on the edge of disaster until 
minutes before the demo starts (and occasion- 
ally minutes after the demo starts). 

If you've ever been to a car show, you've 
seen countless concept cars—usually looking 
much better than the cars that are actually for 
sale. The car guys have it easy; the only part 
of a concept car that needs to look nice is the 
outside. If prepping a half finished game for 
an E3 worked the same way, we'd just show a 
nice box cover and maybe the title screen of 
the game. 

Sadly, the press expects us to show a working 
game. For E3, Macworld and the others, we always 
leave ourselves a good margin of error—starting 
to get the demo ready about seven days ahead of 
the show. Unfortunately, the demo always takes 
about eight days to get ready (the first day of a 
trade show usually isn’t pretty for us). 


Debugging by the dashboard light 

At this year’s E3, our publisher had rented a 
parking lot across the street from the main 
show, and parked a bunch of RVs on it to show 
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A Macworld lament 
by Phil Steinmeyer 


the games on. On the first night of E3, the rest 
of the PopTop team was having a drinking con- 
test with the Max Payne development team 
(they’re from Finland—P.S.: Never get into a 
drinking contest with guys from Finland). | was 
squeezed around the steering wheel of the RV, 
with the monitor sitting by the dashboard, try- 
ing to track down the bug that had caused our 
demo to lock up throughout the day. Sadly, | 
too had socialized a bit with the Finns. Drinking 
and programming do not mix, and | was 
unable to completely fix the bugs. 


tify the editorial space. Denny seemed suitably 
impressed as | walked him through the setup 
screens and basic interface of the game. 
Then—crash— down goes the system. UAfh... 
still a few bugs in the system... don’t know 
how that one slipped by... errr. There’s noth- 
ing worse than having to fill the conversation- 
al gap in a demo while you're rebooting your 
computer. | proceeded with the demo and it 
went pretty well. Towards the end | turned 
away from the computer to wrap things up 
and just chat a little. Out of the corner of my 


“...we always leave ourselves a good margin 
of error—starting to get the demo ready 


about seven days ahead of the show. 


Unfortunately, the demo always takes about 
eight days to get ready...” 


For the most part things were fairly stable the 
next day, and besides, much of the morning 
was spent demo-ing for writers for some of the 
most obscure web sites you've never heard of: 
“Yes, | am Sven, writer for the third largest 
game site in Sweden....” Sweden has three 
game sites? 

The stakes rose a bit as press members from 
some of the major print magazines started 
coming through. One person in particular | 
wanted to impress was Denny Atkin—former 
editor-in-chief of this very magazine. He’s let 
me write this column for months. | wanted him 
to know Tropico actually will be cool and jus- 


eye, | saw that the system had frozen up 
again, though it wouldn’t be obvious to oth- 
ers; the screen had simply stopped animating, 
but the music kept playing. | hurriedly tried to 
wrap things up with Denny before he realized 
that my game had crashed for the second time 
in 15 minutes. I’m still not sure whether he 
noticed by the time he left. 


Last (two) minute fix 

Fortunately, most of the other demos ran 
smoother, and we ultimately received quite 
favorable coverage from a variety of places. 
Another major print magazine arranged to send 


a writer to our offices to do a substantial preview 
of the game. | built my preview map and ran 
through a mock up of the demo a day before he 
arrived, and all seemed well. All | had to do in 
the morning was make a ‘release’ version of the 
game and it would shine in the demo. 

When we do our day-to-day development, 
we work with “debug” versions of the game. 
This is essentially an option used to compile 
the source code of the game for testing. The 
“debug” version provides a lot of information 
helpful for debugging and testing the game, 
but it only runs at about one third the speed 
of the actual “release” version (the version 
that you get when you buy the game at your 
local Best Buy). In an industry driven by fast, 
flashy graphics, whenever a developer shows 
a game to an outsider, he always shows it in 
“release” mode. 

The morning of the demo, | compiled the 
game in “release” mode, and started one last 
test run through the demo. About two minutes 
in, it crashed. A few more tests—the game 
wouldn't run for more than five minutes in 
“release” mode without crashing. Panic struck— 
| could show the game in “debug” mode, run- 
ning at the speed of a three-toed sloth, or run it 
in “release” mode, at normal speed, and watch 
the game crash at a pace that would put Evel 
Knievel to shame. 

| called in the game's other programmer to 
help me; we had about 45 minutes to trace the 
problem down before the writer arrived. 
Unfortunately, the problem was not consis- 
tent—it wasn’t a case of “press button A, watch 
game die a horrible death.” The game crashed 
at seemingly random intervals, though always 
within a few minutes of starting. Moreover, 
because the problem only occurred in “release” 
mode, it would be much harder to solve. 
Unfortunately, all the tools normally used to 
debug a problem are, naturally enough, only 
available in “debug” mode. In release mode, 
you can only see the outside of your game and 
guess what's going on internally. 

Luckily, we had a guess as to where the bug 
was—some code that had been added about three 
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Oops. The danger of demoing unfinished software. 
days earlier. We were able to use an old testing 
strategy; block off a big chunk of code, see if the 
problem remains, then repeat to isolate the prob- 
lem to smaller and smaller possible areas. 

Seven minutes before the writer showed up, 
we spotted the specific problem in the source 
code. We fixed it, and ran the game successful- 
ly for five minutes (it hadn’t yet stayed stable 
for five minutes). It all worked. Two minutes to 
spare—I even had time to hit the restroom. 


On the floor at Macworld. 
The writer really liked the game. It only 


crashed once over the course of an hour-long 
demo. He was surprised when | said it was still 


almost a year from completion. If only he knew... 


Killing buzz in the morgue 

With all the aggravation and distraction they 
cause, | occasionally think about cutting back 
on demos. 3D Realms, makers of the Duke 
Nukem series, has essentially stopped giving 
demos to the press in the last two years. 
Unfortunately, we're not making a sequel ina 
multi-million selling series. Tropico is an origi- 
nal title, which up until a few months ago, was 
unknown to the press and public. Had we kept 
a low profile and skipped demos, we might fin- 
ish the game a couple weeks sooner. We’d also 


All important E3 meetings are given in floppy hats. 


ee 
The 3Dfx booth at Macworld. 


release a virtually unknown game. Games with- 
out buzz don’t sell, even if they get four or five 
star reviews. 

Witness JoWood, a German developer of 
strategy games including /ndustry Giant and 
Traffic Giant, which are moderately competitive 
with our own Railroad Tycoon II. }oWood is 
apparently press savvy in Germany—their 
games are highly anticipated by the press and 
public, and sell hundreds of thousands of 
copies in Germany alone. In the U.S. however, 
JoWood’s Teutonic charms don’t attract much 
press, buzz, or, ultimately, sales. At this year’s 
E3, JoWood had a large display, showing off 
several new games. Unfortunately, their dis- 
play was located in Kentia Hall a.k.a., “the 
Morgue. While the two main halls have lavish 
displays by all the major players, Kentia Hall is 
populated by Korean distributors, various 
manufacturers of novelty mouse covers and 
lots of dead space. Most visitors don’t even 
know the hall exists—it’s essentially in the 
basement of the convention center. Needless to 
say, JOWood’s games didn’t get much atten- 
tion in the tidal wave of E3 press coverage 
(even if their demos didn’t crash). Even if the 
games are excellent and get good reviews, you 
won't be seeing them at the top of the 
American sales lists this Christmas. 


Success—it “sort of” works!!! 
So, | kept swatting Tropico bugs this Monday, 
getting ready for Macworld. | finished the demo 
and sent it to 3Dfx.. On Tuesday, | found more 
bugs, gave a new build to the PopTop artist 
who was just about to leave for the show as our 
representative, and crossed my fingers. On 
Wednesday, the show started, and | got a pan- 
icky call from the artist. He’d only got onto the 
show floor to test the demo system 15 minutes 
before the show started. Of course, the demo 
didn’t work right. Some funky new flat-screen 
monitor was hooked to the demo system, and it 
wasn t responding to the game right. Ten min- 
utes of talking through it got it sort of working 
(it still couldn’t show the cut scene videos), and 
we left it at that. 

“Sort of” working is pretty good for demos, 
in my book. = 
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Just point and click (and click, and click again) and they’re dead. 


Redemption 


Take a ride on the immortal side in Nihilistic’s bloody adaptation of the White Wolf game 


ith the mainstream popularity of Anne 
W Rice’s vampire novels and the resurgent 

interest in role-playing games, it comes as 
little surprise that someone would finally license 
White Wolf’s Vampire the Masquerade pen-and- 
paper role playing game for a PC game. 
Developer Nihilistic Software, headed by 
LucasArts alum Ray Gresko (one of the principles 
behind Dark Forces and Jedi Knight), has crafted 
a big and beautiful game that’s garnered some- 
what mixed reception due to a couple of ques- 
tionable design choices. However, with the mira- 
cle of game patches, you'll see the primary 
problem (lack of saves anywhere) fixed. 

Unlike the full game, which does a pretty 
good job of starting out easy and starts grow- 
ing in difficulty over time, the demo starts a lit- 
tle bit in the game and is more challenging 
than the earliest game dungeon. The demo 
level is from the Dark Ages portion of the game. 
A group of vampires has been imprisoned deep 
within the Teutonic Knight's stronghold and 
they need to battle their way out. 

The gameplay is sort of a Diablo in full 3D, 


_TH, NOD 
GENRE Role-playing 

PUBLISHER activision 
REQUIREMENTS pentium 11 233, 64MB 


RAM, 3D Accelerator 


INSTALL SIZE 145m 


and it looks absolutely beautiful. Really. Few 
games have a better sense of art design and 
aesthetics. There are plenty of detail options, 
but those with really fast machines and powerful 
video cards can crank the details up and witness 
amazing textures, detailed facial features, subtle 
lighting and multiple shadows. The engine, 
dubbed the Nod engine, was created by 
Nihilistic specifically for the game, and does a 
superb job of bringing the medieval cities of 
Prague and Vienna to life, and in the full version 
giving London and New York a slick new look. 

The combat is simple and intuitive. Just click 
on an enemy and hold your mouse button 
down to repeatedly attack. There are five item 
hotkeys and after you're made a vampire a few 
hours into the game, you gain a panel of six 
Discipline hotkeys. If you've played any recent 
computer RPG, you'll be instantly familiar with 
the inventory and character interface. 

You re Christof, and you were leading a cru- 
sade against evil until you fell and become one 
of the undead. Now that you’re in a “World of 
Darkness™”, you must face off against your 
nemesis, Vukodlak, a powerful vampire lord. 
Your battle begins in medieval Europe (as in the 
demo) and moves on into the modern world. 

You're a member of the Brujah Clan, and you 
must fight and feed on the blood of mortals 
while hiding your vampiric powers and control- 
ling your “urges” (try rat blood... mmm, 
good). Along the way, other vampires who will 
fight by your side as you uncover a surprisingly 


»>key commands>>>requirements _ 


The graphics throughout are excellent; however, 
the demo levels aren’t necessarily the most 
impressive. 


Vampire the Masquerade: 


interesting story (in the full game you start out 
alone, but the demo gives you four characters 
to quest with). 

One thing you cannot sample in the demo is 
the multiplayer game. Its storyteller mode 


ie All coterie members are dead! 
Esc to load saved game 


Oh dear, our undead are dead. 


allows one player to create and run an adven- 
ture of his or her own. Multiplayer features 
include co-op play, and the option to play as 
the hunter or the hunted. 

So be sure to check out the demo of one of 
the more interesting RPGs of recent vintage. » 


K MM AN I 
Character stats pane 
Inventory pane 
Quest log pane 
Discipline pane 

Quick item 
Select active Discipline 


Check out the database for some info. 


Sanity: Aiken’s Artifact 


The first rapping role-playing action/adventure thing 


ake control of legendary rapper Ice-T (or 

some virtual version of him playing a guy 

named Agent Cain) in Monolith’s Sanity: 
Aiken's Artifact. Played from an overhead third- 
person 3D perspective and with similar controls to 
Diablo, this action/adventure hybrid is set 30 
years in the future. Experimental drugs have 
given people the ability to focus energy emissions 
with their mind, and these Psionic people tend to 
go nuts with power. Your character is a member 
of the National Psionic Control, and you need to 


protect the world from these sorts of folks. 

The game's most interesting feature is its 
inclusion of Talents. These are kind of like 
Magic the Gathering cards that can be used in 
combat. (In actuality, they’re like magic spells 
in a fantasy game.) One interest aspect of both 
the demo and the full version of the game is the 
ability to add more Talents in multiplayer by 
purchasing additional “booster packs.” 

The demo contains two single player levels, 
two multiplayer levels and 24 Talent Cards. 
Monolith says the full game has over 40 hours 
of gameplay over 21 total levels in single-player 
mode, and it will include 13 multiplayer maps 
in total and 80 unique Talents derived from 
eight totems: Fire, Sun, Illusion, Science, 
Demonology, Death, Storm, and Truth. There 
are three different multiplayer deathmatch 
modes, each with variable deck sizes (full, lim- 
ited or none at all). 

So check out the demo and try to keep your 
wits about you. 
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Arrows Move 

W/S Camera zoom in/out 

A/D Rotate camera left/right 
Q Move camera behind player 
Z Camera swivel 

C Camera follow 

E Camera default 


This girl will give you a new Talent to get past 
one area. 


GENRE 3p Action/Adventure 


| B Badge 
PUBLISHER fox interactive P Phone 
Be G Gun 
REQUIREMENTS pentium 1 300, 64MB T Talk 
RAM, 3D Accelerator , 
| : Space Advance dialog 
INSTALL SIZE 113m8 M Talents 


Place the CD disc in your CD-ROM drive. The disc 
will autoplay. If it fails to do so, right click on 
your CD-ROM icon (located in “My Computer”) 
and select OPEN. Double-click the “Install” icon. 


Still having problems? Send a description of the 
problem along with your system configuration to 
cgcdtech®cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 


Net Race Live 


Pa fs f oe, ww [; ~ ee é fl ; I. > KF tal 
Race (online) with the pros 


et Race Live is an online product that 

combines real racing action with com- 

puter gaming. You get to race against 
telemetry-driven “real” race drivers from the 
Indy Racing Northern Lights Series. Players 
that perform better than the pros can win all 
sorts of prices, the top one being Chrysler’s 
PT Cruiser. 

After installing the viewer software, players 
sign on to the website and, for a fee, can join 
one season. There are over 11 events on seven 
different tracks, and your points are tracked 
just like they are in the “real” series. 

In the future the company plans to branch out 
to other types of racing (including classic series’), 
more chat rooms and, of course, more prizes. 


EE 
GENRE online Racing 
PUBLISHER netracelive.com 
REQUIREMENTS pentium i 266, 32mB 


RAM, 3D Accelerator, Internet connection 


INSTALL SIZE 20me 
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Bang! Gunship Elite 


File under “Games With Strange and Unusual Names” 


names comes the bizarrely monikered Bang! 
Gunship Elite, which manages to sound 

both goofy and misleading at the same time. 
It's a space combat game, and with the words 
Gunship and particularly Elite in the name, you 
might expect some sort of space simulation... 
and you'd be wrong. It turns out that the Bang! 
part is the real tip-off—this is a pure arcade 
game, a sort of Quake /I/ Arena in space, or 
maybe Descent taken into space (it’s less of a 
simulation than the FreeSpace series of games). 

Dumb name or not, it’s undeniably gor- 
geous. On a fast machine with all of the details 
cranked up it is visually sumptuous, with that 
old crowd favorite, the asteroid field, giving 
you plenty to look at. There’s tons of colored 
lighting, amazing weapons effects and some 
nifty alien ship designs. The game’s control 
scheme is just like that in your favorite 3D 
shooter. You “mouselook” and move with the 


S ENR E Space Action 
P UBLIS “ ER Red Storm 


REQUIRE MENTS pentium 233, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE 32m 


Grane from the file of unfortunate game 


WSAD keys... it’s all remarkably simple. There 
are no real physics to deal with; it’s mainly 
point and shoot. 

The general gist of the game is that there is 
an alliance of three races that has historically 
been at odds with the Sektar, the “evil” race. 
Well, they’re on the attack again, and they’ve 
recruited some other “evil” folks called the 
Morgoths to assist them. Your name is Xaha 
(not Zsa Zsa), an Arikhan pilot, and things 
aren't going well. It seems that since so many 
pilots have already been lost, you'll be facing 
danger all by your lonesome. Gee, how surpris- 
ing is that? 


Bang! indeed. 


Here come the bad guys. 


So it may not be X-Wing Alliance in the story 
department. The demo gives you a decent taste 
of the action, with a mission that forces you to 
protect a transport vehicle through a hostile 
asteroid field (no, the asteroids literally aren’t 
hostile, though some have guns mounted to 
them). The full game will include 19 missions 
and has full multiplayer for up to eight players. 

So check out the demo. Bang! 


a Vi VI AINE 
W/S Accelerate/brake 
A/D Roll left/right 

Ctrl Shield 

1-9 Change weapon 

Alt Match speed of target 
© Auto target 

C Cockpit on/off 


KISS Psycho Circus: The Nightmare Child 


Quit laughing: KISS makes their way to your PC in high style 


you find the entire concept ludicrous or 

somewhere beyond cool, the demo for K/SS 
Psycho Circus: The Nightmare Child is a 
bizarrely cool first-person shooter by the team 
that managed to escape from the horror that 
became Daikatana. 

In fact, it’s arguable that Psycho Circus is 
exactly the kind of game Daikatana was trying 
to be (and failed at): a throwback to the sim- 
pler days of DOOM. It’s pure-action, with mass- 
es of dumb enemies rather than a few “intelli- 
gent” ones. Powered by the LithTech engine 
(see page B2), this single-player only demo 
includes five levels: two from the Water Realm 
and one each from the Earth, Air Realm and Fire 
Realms. The full game includes more than 45 
maps (47 to be exact). Each realm allows you 
to play as one of the four Elders (who eventual- 
ly morph into being the KISS dudes). 

The Water Realm levels are the first two levels 
in the full game. According to the readme.txt 
file, they're somewhat easier than the rest of the 
levels in the demo (and in the full game) 
because they are designed to ease players into 
the game. And it’s true—the next level does get 
considerably harder, with even weirder bad 


N 0, seriously. Quit laughing. Whether or not 


guys and weapons. 

But all of the levels are jam-packed full of 
bad guys, secret areas and all of the other little 
arcade contrivances that games have been 
moving away from the past few years. And 
oddly enough, it all works, because the game 
really isn’t trying to be too much. 

So check out the demo; no one will 
judge you. 
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Up/Down Arrows Move forward/back 
Left/Right Arrows Move left/right 
S/F Strafe left/right 

C Crouch 

Space Jump 

Ctrl Fire 

Xx Use 

Enter Use inventory 

[/] Inventory 

Q Use Jack-in-the-box 

W Hawk eyes 

Fi Crystal ball 

F2/F3 Quick save/load 

F5/F6 Save/load 


Nothing says “KISS” like an arachnid clown. 


BOE aT: 
GENRE 3p Action 


PUB LISHER Gathering of Developers 


REQUIREMENTS pentium ti 266, 
64MB RAM 


INSTALL SIZE te 


This particular level looks like a Yes album cover. 


Flying Heroes 


And now for something 
slightly different 


ly around in strange devices in the demo of 
this deathmatch-focused game of aerial 

gladiatorial combat. Paced almost like a 
flight simulator instead of your usual fragfest, 
it has both straight arena combat and special 
goal-oriented missions. In between each com- 
bat you can purchase new weapons and crafts 
and take on special missions for extra cash. 

The game is set in the fantasy realm of 
Hesperia. The demo lets you join the Lizard 
Riders, while the full game offers four addition- 
al races: the Sky Knights, Magion and 
Hammercraft. You can see some of the other 
guy’s interesting crafts in the demo: giant 
birds (with an amusing batch of feathers being 
stirred up every time you shoot them), amaz- 
ingly quick magic carpets and giant (but 
incredibly slow) zeppelin-like thingees. The full 
game includes 24 vehicles, each with four 
upgrade levels. 

The graphics are incredibly impressive, with 
the game being a showcase of most known 3D 
graphic effects. Each weapon in the game has 
an interesting visual look (both the weapon 
itself as well as its accompanying effect—there 
are 24 in total in the full game), and the 
included arenas (three of them) are all varied 
and with interesting graphic details. The full 
game includes 14 landscapes and environ- 
ments, and instead of playing against comput- 
er opponents, you can take on fellow humans. 

So check this game out. You might be sur- 
prised by how entertaining it can be (at least 
in short bursts). 


RIC R T° ° Sern 
GENRE flying Action 
PUBLISHER Talonsoft 
RE Qul R EM NTS Pentium I 266, 64MB 


RAM, 3D Accelerator 


INSTALL SI 


Rail Empires: tron Dragon 


Return to a fantastical era where trains really breathed 


fire... literally 


rom the file of the unknown and unherald- 

ed games from Rail Empires: lron Dragon, 

a truly interesting little fantasy strategy 
train game. Ah, but some people are familiar 
with its source material, the Mayfair board 
game /ron Dragon. It's a turn-based strategy 
game about building rail empires in a fantasy 
world named Darwinina. You’re a railroad 
baron at the dawn of the industrial revolution 
in that world, and while they’re technology 
isn't quite as advanced as ours was in the igth 
century, they have magic. While we had 
things like steam-power, their railroads are 
powered by dragons, the most powerful of 
which being the lron Dragon. 

The demo lets you play solo games against 
other Al opponents or multiplayer at the same 
machine (the full version allows Internet play). 
You build rail lines across the continent in order 
to link cities together. You then set up routes 
between cities with certain demands and prod- 


GENRE Turn-based Strategy 
PUBLISHER Eden Studios 
REQUIREMENTS pentium 60, 32mB RAM 
INSTALL SIZE ome 


ucts. You make money, expand and the win- 
ning player iusis the first to who connects all 
but one of Darwinina’s Major Cities, and who at 
the same time amasses a fortune of 250 GP on 
hand. The competition from the other rail 


Ss 


Hey, they’re building over my track. That’s not 
cool at all. 


barons, as well as the occurrence of unexpected 
events and disasters ensures that only the 
shrewdest player will achieve victory. 

It's an attractive looking game with a sim- 
ple interface. Much like the original board 
game, it uses decks of cards to get the ball 
rolling. It’s quite simple to play but the strat- 
egy gets pretty complex. There are a lot of 
options you can poke around with to get a 
good feel for the full game, though you’re 
limited to 15 turns in the demo. 


Dino Crisis 
A fashionably Jurassic 
action/adventure 


rom the same fine folks responsible for the 

Resident Evil series of games comes the latest 

action/adventure inspired by other earlier PC 
games. Well, that’s not fair, but Resident Evil 
owes a lot to the original Alone in the Dark, and 
Dino Crisis represents an evolution of that game, 
moving from static 2D backgrounds to 3D, 
although the annoying camera angles remain. 

The game is set in the not so distant future 
on Ibis Island, where players assume the role of 
Regina, a member of a special force operative 
team. Regina and her team of government 
agents have orders to capture Professor Kirk 
and seize the details of his research. Once a 
tropical paradise, the island now runs rampant 
with carnivorous dinosaurs, including Raptors 
and T-Rex’s that haven’t roamed the earth in 
millions of years. Your mission is simple, find 
Professor Kirk and get off the island alive. 
Before you start the game you can outfit Regina 
in four outfits, which just goes to show how silly 
games have become. They range from “real” 
military clothes to army bikinis and something 
Jane in a Tarzan movie might wear. 

The demo lets you try three different ele- 


Oh dear, more Raptors 


ments of the game, each having a time limit of 
10 minutes. You can play the adventure in one 
of two modes (and it’s a true hybrid, having a 
lot of inventory manipulation in addition to 
some dino fighting) or going on individual mis- 
sions, which are all about killing off dinosaurs. 

Though hardcore PC gamers are sure to be 
disappointed by the game’s bland graphics (be 
sure to enable “filtering” in the game’s front 
end, otherwise it’s pixel city), fans of console- 
style action/adventures are sure to find some- 
thing to like here. 
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GE NRE Action Adventure 
PUBLISHER Capcom 


REQ UIR EMENTS pentium 200, 
32MB RAM 


INS TAL L SIZE asus 
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3 3D Ultra Pinball: Thrillride 


6 


It’s more than just pinball: it’s 3D and it’s “ultra” thrilling 


latest in Thrillride, the latest of the seemingly 

never ending barrage of 3D Ultra Pinball 
games (which aren't really 3D, but whatever). 
Think of it as RollerCoaster Tycoon Pinball, minus 
the tycoon bit. And the strategy game. And add 
in some pinball. In other words, it’s nothing like 
that game. But it does have rollercoasters. 

Thrillride is like most of the other 3D Ultra 
Pinball line. It’s colorful, it’s loud, it’s in your 
face... it’s not exactly the most subtle game in 
existence. Unlike the Pro Pinball games, it’s not 
really about recreating the “real” pinball expe- 
rience. Instead, they go for more of a computer 
pinball game, with this table having morphing 
side tables with different rides, mini-tables and 
lots of crazy animations. 

But it is pretty fun. There are plenty of skill 
shots around. Look for the Snack Bar and 
Corkscrew Ramp for a short time after launch- 
ing your ball), the Thrill Zone (in the upper left 
corner), the Inverted Coaster (get points by hit- 


| GENRE pinball 
PUBLISHER sierra 


“REQUIREMENTS pentium 133, 
32MB RAM 


[e= a ride on the, erm, “thrill” side with the 


INSTALL SIZE 2ims 


Triple Play 2001 


ting it), the Fun Zone (it starts the Kissing 
Tower, which is pretty easy) and the Thrill Ride 
(when the line wait time hits zero). 

The demo automatically ends when your 
score reaches or exceeds two million (which is 
pretty easy to reach with one ball in your very 
first game after about five minutes of play). 


Somewhere in this mess are the actual targets and 
flippers. 


K UMVMAN D 


Left/right Shift Flippers 
Down Plunger 

Z Left nudge 

/ Right nudge 

Space Center nudge 


Smash-mouth baseball for the realism-impaired 


W ith its swoosh sounds on fastballs and 
overblown sound effects, Triple Play 2001 
is arcade baseball in the extreme. If mod- 
ern 16-12 baseball is your idea of heaven, here’s 
your game. It features enhanced player models 
over last year’s version (no more bubble peo- 
ple), and a new Big League Challenge Mode. It 
has a legends mode, where you can compete 
with or against players like Babe Ruth, Willie 
Mays, Ted Williams, Lou Gehrig, Cy Young and 
Jackie Robinson. 

The demo lets you play a three-inning game 
with last year's All-Stars at this year’s All-Star 
stadium, Turner Field in Atlanta (it would prob- 
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Griffey hits the ball so hard it catches fire. 


ably make more sense to set it in Fenway Park, 
the sight of last year’s game, but whatever). 
Check out the player facial expressions (they’re 
scary), the fancy animations and the 550 foot 
homers. The game now includes arguments, 
high-fives and end-of-game celebrations, all of 
the things that make baseball baseball. 


Larry Walker out in right. 
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GENRE Sports 


PUBLISHER Ea sports 


REQUI REMENTS pentium 200, 
32MB RAM 


INSTALL SIZE 44ma 


Yippie kay boom! 


Die Hard Trilogy 2 


You can never have enough 
sequels to movie games 


even Died Harder With a Vengeance. Now 

thanks to those wacky marketers at Fox 
Interactive, you can do all of that a second time 
in Die Hard Trilogy 2. (As an aside, does this tech- 
nically make it Die Hard 9, since you have three 
different Die Hard movies all being sequeled, and 
we know sequels get exponentially worse, so 
three to the second power... ah nevermind). 

So anyway, let’s get the requisite “Yippie- 
ki-yay!” reference out of the way early on. 
There. Now, on to the demo. You step into the 
shoes (or perhaps feet) of John McClane, the 
“rebel cop who can sustain life-threatening 
injuries and keep going after the bad guys 
because he’s just so damn tough” hero of the 
movies. He once again find himself battling 
terrorists, this time in Las Vegas (why does it 
always happen to him?). 

The game has three distinct styles of game- 
play: driving levels, third-person 3D action and 
Virtua Cop-styled “point and shoot” segments. 
The full game allows you play these separately or 
jumbles them together as part of a linear story. 
The demo lets you play one level of each style. 

Overall, this is a perfect demo. The full game 
frankly ain't all that great, but this demo is 
moderately enjoyable (though the driving bits 
are lame). It gives you enough gameplay to 
satisfy whatever curiosity you harbor about the 
full game. 


GENRE wovie Action 


PUB Lis HER. Fox Interactive 


RE Q UIREMENTS pentium 200, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE same 


Yow Died Hard, you've Died Harder and you 
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Pn eee ‘The Terran paradise of Buenos Rites has been, 
ME. annihilated.by a guided meteorite! Federal Intelligence. 
has established the source of the meteorite as Klendathu, home 

world of the Arachnids.! It's time to earn your place in the human-race. .~ 
Command a crew of heavily-armored, totally insecticidal troopers throughout a blistering - 
real-time strategy trial-by-fire. Launch air-strikes, capture prisoners, and nuke bug-holes as\you: 
face off against vicious bug battalions. - including Tanker:Bugs, Hopper bugs, and of course, Brain-Bugs. \\¥ 


ihyuo payosayes90 ag ath fig 


Swarms Of Giant frathnids! | \ State-Of-The- art rt Military Technology!” | ~~Gustomize Mission Teams! NS aneuan 


Starship Troopers: TM & © 2000 Oplumapia Pictures Industries, inc. All Rights Reserved. ©2000 Hasbro Interactive, Inc. All Rights Reserved 
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‘Answer the call! Deferid your planet! Destroy alt insects! ~ ~ 
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grade their software to include Elite Edition’s multiplayer feature and toolkit free of charge. See 
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--- www.sierrastudios.com oF more details. © 2000 Sierra On-Line, Inc. All rights reserved. Sierra, Sierra Studios, SWAT and Close 
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STRATEGIC COMMANDER 
www.microsoft.com/sidewinder 
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eople are lost to us forever. All the work — 
we.did to restore their world.” The pause 
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EVERYONE 


Animated Violence 


CONTENT RATED BY 
ESRB 


‘BARKING -—— 
STUDIOS. _—— 


«from the cryo-trays. We hadi survived the journey to : 
Hiigara, our lost homeworld. Then they told us that the’ 


planet we left behind had been destroyed. Our families 


friends... everyone not on the mothership — killed. . 
Destroyed by an enemy we never knew. 


We realized there was nothing for us on Hiigara. 
No property, no rights, no future for the 
“Sieepers.” So we returned to the stars, fully 


awake this time, to work and rebuild our lives. 


7“ 


it is ironic, then, that we are the ones to 
discover an alien capable of exterminating 


all life in the galaxy. And only we areina 4 : 


<The Wargamer 
(Wargamer.com) 


ataclysm, 


uel that is 


ossing and 
ing than 


Homeworld Game of 
the Year edition 
available now 


A new stand-alone episode in 
— the Homeworld saga 


= 


www.homeworld.net 


©2000 Sierra On-Line, Inc. All rights reserved. Sierra, Sierra Studios, Homeworld and Cataclysm are trademarks and /or registered trademarks of Sierra On-Line, Inc. 
Relic is a trademark of Relic Entertainment, Inc. Barking Dog Studios is a trademark of Barking Dog Ltd. Developed by Barking Dog Studios. ® designates trademarks 
registered in the USA which may be registered in certain other countries. Any other trademarks are the property of their respective owners. © 2000 New Line Home Video, Inc. All rights reserved. 


RAND MILLER HAS FOR- 
gotten his line. “You know, 


after Riven, | said | will 
never, ever do Atrus 
again,” he insists. “I hate 


acting. I look at the people 


who do it and it’s such an 
incredible skill, but it’s like 
this chore for me. It’s like 


this intellectual execise 


and I've got to concentrate 
and I know it comes across 
as stiff, but I’m trying to do 


my best. I just do not like 


it.” Much to his relief, a 
teleprompter Is set up for 
one of the later scenes in 


which his eyes won't be 
Clearly visible. 


Hat trick 
This is Miller's third performance as Atrus, the 
D’ni scribe who is the prime mover in the plot of 
the most successful computer game franchise 
ever. Atrus imprisons, and is then imprisoned 
by his sons in the original Myst, setting the 
stage for the player to unravel a tangled web of 
linking books that connect its worlds. In the 
sequel, Atrus’ father Gehn imprisons Catherine 
in the unstable world of Riven; the player has to 
help Atrus rescue her. It’s fitting that Atrus, the 
author of all these worlds, should be played by 
one of the authors of the games. But this isn’t a 
consideration for Miller. “Atrus is me in this 
one, because, well, to be honest with you, 
mainly because it would just be weird to plug 
someone else in. | don’t know how Myst fans 
would react. In spite of the fact that my acting 
won't be as good as getting a real actor in 
there, it wouldn't be right. There'd be some- 
thing weird. | just hope they'll put up with my 
limited acting ability.” 

Miller says he was an actor in the original out 
of necessity. He describes the original Myst as a 
garage operation he created with his brother. 
Since they wrote a script with two brothers, they 
just decided to jump in and play the roles them- 
selves. “It wasn’t a chore then,” he recalls, 
“because it was just two of us in a basement, 
putting up the lights, and nobody’s watching 
and there’s no pressure. We'd just do it again 
and do it again. So when Riven came along and 


a. A 


Erectile dysfunction of the D’ni. 


Atrus was in that, | thought, it'll be easy, the last 
one was easy in the basement. But, oh gosh, it 
was insane because we were in a real studio. 
And there were people. And there were lines to 
memorize. | am not wired for that. | am not.” 


Digital facades 

If you're looking through the monitor in the 
control room, Rand Miller is standing in front of 
a beautiful cottage surrounded with bright 
green foliage. But it’s all a digital illusion. These 
are cinematic sequences shot against a blue 
screen with a digitally rendered backdrop 
drawn in on the fly, as they tape the scene. Here 
in the cold, cold air-conditioned studio Miller is 
just a guy in a vaguely medieval frock with the 


Georgia O'Keefe meets Andy Warhol. 


silver make-up in his hair shining in the bright 
hot lights. An immaculate blue curved scrim 
stretches out behind him, soaring like a patch 
of sky up into the high ceiling. An array of fat 
lights hoisted up on stands, metallic reflectors, 
and dangling mikes pushes in around a single 
squat digital camera. Next door is another room 
just like this where the crew is setting up fora 
scene with practical props: a wooden painted 
book and a plastic fire marble that can’t be 
computer generated because an actor has to 
pick them up and move them during the scene. 
These are the bare bones of Myst I/l: Exile. As 
the crew switches over the studio to film another 
scene and Rand Miller takes a break in the con- 
trol room, the monitor flickers as the animators 
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Strapped against metamorphosis, the mono-wire approaches the water treatment plant. 


adjust the digital backdrop: suddenly the crew 
guys measuring the floor and hanging lights are 
suspended over a malevolent red abyss with a 
single precarious catwalk leading out to a tower. 
The backdrop pops in and out. It’s like a weird 
dream seen through a TV screen. 

“Riven, frankly, killed us,” Miller says as the 
gaffer and electrician flicker in and out of the 
dream world over his right shoulder. “We put a 
lot more time and effort and money into Riven 
than we should have. It was huge. In the heat of 
the battle, we said ‘we’re not going to do 
another sequel to this, we've used up our cre- 
ative energy.” 

But Miller was fully aware that there was still 


| @ 
Hating Myst 
Did it kill the adventure game? 
The love-hate relationship continues 


7 yst is a name that is legend. It is probably the only game that you 


a demand for another sequel, not just for the 
potential financial returns but to further the 
storyline and give fans more of what they 
wanted. “But in order for it to happen, some- 
body else was going to have to do it,” he says. 
That somebody else turned out to be Presto 
Studios, former competitors who created the 
long-running Journeyman Project series that 
debuted almost a year before the original Myst. 
“Early on they were one of the few companies 
doing adventure games and doing the CD-ROM 
stuff,” Miller says. “They've always done good 
work. Some of their stuff has been technologi- 
cally out in front of what we've been doing.” 
Presto President Michel Kripalani doesn’t 


very much like Myst: 
The Manhole, Cosmic 
Osmo and Spelunx were 
click-and-go slideshows 


for children to explore. 


Shades of Marconi’s telegraph station. 


think of Cyan and Presto as competitors. He 
compares the situation to the film industry, 
where directors who make films in the same 
genre just increase the demand for that genre 
by making good movies. “Games are really like 
that. | think we helped each other out more 
than we were competitors,” he says. 


The story’s the thing 
Presto's Mary DeMarle, who the company’s 
president calls “one of the most educated peo- 
ple on the entire planet when it comes to the 
Myst universe,” was given the daunting task of 
writing the next story. “| had already played 
Myst and Riven, but my only instructions were 
‘play them again, make sure you read all the 
books, and get your hands on anything else, 
then just do whatever you want.’ But also at the 
same time, |’'d come up with things and then 
the discussion would be ‘well, will this work or 
will this not?’ So | had complete freedom to 
start exploring it, but | was getting instant 
feedback as to whether what | was doing was 
something they felt was good. This was all pre- 
liminary stuff with Presto. Then we started hav- 
ing meetings with Cyan and Rand [which] was 
really cool. He was like ‘the universe is wide 
open, do whatever you want.’ We had that 
freedom, but as soon as we started settling on 
things, we were referring to them with ‘is this 
acceptable or not?’ And they would guide us.” 
This “guidance” obviously involved a lot of 
give and take from all parties. Rand Miller has a 
hard time letting go of creative control. He 
recalls working with author David Wingrove on 


RY Or 


Little lightning bolts allowed you to preclud 


“myst was our first attempt Constant navigation up and down these paths. 


to make a world that was 


could mention to strangers on the street and have any reasonable 
expectation that they would know what you were talking about. Consider the 
fact that even your Mom has probably heard of Myst. What other game has 
achieved that level of name recognition? 

Broderbund published Myst in 1993 after discovering it at a little company 
called Cyan, founded six years earlier by brothers Rand and Robyn Miller. Up 


until 1991, Cyan had been making children’s entertainment titles that were 


interesting to an older audience,” Rand Miller recalls. 

“Interesting” is something of an understatement. Since its release, Myst has 
dominated PC Data’s list of top selling computer games. It was number one on 
the annual sales charts until 1997, when it slipped to number two behind it’s 
sequel, Riven. It didn’t fall off the charts until last year. The entire Myst line up, 


which includes a DVD version, Riven, and a boxed set containing both titles 
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packaged in a gratuitously oversized box, has generated “almost $250 million” 


COMPUTER GAMES * OCTOBER 2000 __ 


Cloud structures spurn impending thunderstorms. 


the three novels based on the Myst universe. “If 
you try to own something that you’ve handed 
over,” he says, “it causes grief. With some of 
the novels there was too much tension. It was 
our outline but Wingrove was writing it and we 
pulled back and forth and then there wasn’t 
time so it had to be published and it was like—” 
he winces, “—'no that’s not exactly right, that’s 
not the vision we had’ and you just have to go 
with it. With Exile, it’s great, we're not going to 
have the frustration of saying ‘that’s not our 
vision.’ Of course, we're making sure it’s not 
conflicting with the universe. But the freedom 
makes it a better product in the long run.” Of 
course, the road to that freedom wasn’t imme- 
diate: Presto reportedly pitched at least three 
storylines before Cyan was satisfied. 

Presto, Cyan, and the publishers at Mattel 
are, of course, pretty tight-lipped when it 
comes to the storyline of Myst ///. We know, of 
course, that Atrus returns. Maria Galante will 


You can’t argue with the fact that Myst is probably the most commercially 


in revenue, with units sold “approaching 10 million,” according to Cyan. 


play his wife Catherine, replacing Sheila Goold 
from Riven who was unavailable because of 
scheduling conflicts. Atrus and Catherine 
apparently have a child in Myst /I/, played by 
the adorable wide-eyed baby daughter of Myst 
III's producer, Greg Uhler. But the most striking 
cast member this time around is Brad Dourif, 
who debuted a long film career with his 1976 
Academy Award nominated portrayal of Billy 
Bibbit in One Flew Over the Cuckoo's Nest. 
Dourif has since had a string of roles as sadistic 
villains, psychopathic murderers [ not to men- 
tion the voice of Chucky—ed], or just misunder- 
stood weirdoes. His next prominent film role 
will be Grima Wormtongue, toady to the evil 
lord Saruman, in the upcoming Lord of the 
Rings movies. But first we'll get to see him as 
the villain in Myst ///. And for the first time in 
the Myst series, the villain is not a member of 
the family. 

We were asked to not even mention the 


them...there was a 


window in there we 


Reminiscent of a laser from the ancient 
film Atlantis. 


name of Dourif’s character, which we couldn’t 
spell if we tried. What is known is that he 
plays someone whose home world was ruined 
by Atrus’ sons. “He’s a guy who’s spent twen- 
ty years away,’ explains Dourif, sitting in the 
control room wearing a fur tunic, a wig of 
long gray braided locks, and jeans to keep his 
bare legs warm. “When you have no control 
over your life, the one thing you want to get 
back is control. This is really a sort of an 
exploration into how desperate the need for 
control can be.” 

They bring Dourif into the studio and put 
him up on an apple crate to lift him closer to 
the lights, which flicker to create the effect of 
a garbled video message. He’s looking over 
his script while a woman powders his face. 
Another picks at his wig with a comb. He’s 
struggling with the pronunciation of D’ni, 
which sounds like “dunney.” “That’s what 
they call the toilet down in Australia,” some- 
one calls from off camera. “Thanks,” Dourif 
says dryly, “I'll certainly remember it now.” 
In his scenes, Dourif alternately rages, roars, 
threatens, taunts, and almost weeps. His 
character is a spectrum of emotions, all 
tightly bound in the lines of his face. There 
are similarities to his underrated perfor- 
mance as a haunted serial killer in The 
Exorcist Ill. And, as Rand Miller will tell you, 


successful computer game ever. The question everyone wonders, of course, is 


“why?” The countless Myst clones that withered on the shelves and piled up in 


the bargain bins in the mid-90s are testament to the fact that there was some- 
thing unique about Cyan’s creation, that it wasn’t just a matter of setting puz- 

zles to a backdrop of slightly surreal slideshow graphics. There was something 

else at work here. Was it word of mouth? Game design? Being in the right place 
at the right time? Most 
people agree it was a for- 
tuitous combination of 
the three. 

“A lot of it had to do 
with timing,” admits Rand 
Miller. “CD-ROMs were 
looking for a title to give 


people an excuse to get 


Gorgeous graphical effects in its day. 


got. And word of 


mouth spread. There Le ia all — 


wasn’t any huge mar- A stroll through the woods, quite literally. 
keting campaign. It truly : 
grew out of that word-of-mouth grass roots thing. Everybody thought it was a 
secret and you would hear from your friends, ‘Hey have you played this?’” 

Al Lowe, the man behind the long-running Leisure Suit Larry series of adven- 
ture games, agrees that this was a big part of Myst’s success. “It was a non- 
confrontational, non-threatening, non-sexist, non-racist, non-politically incor- — 
rect, absolutely safe recommendation for anyone who was looking for a com- 
puter game,” he says. “It didn’t require quick reflexes, it didn’t require astate- 
of-the-art computer system, and it was playable on your eb: at your speed.” 

Tim Schaffer, the designer of what some might call the last great adventure 
game, Grim Fandango, speaks admiringly of its design, crediting its accessibility 


for its success. “The interface was incredibly simple, almost non-existent. 
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StarTopia takes gamers to a once thriving galactic network — 
Of starships, space stations and planets left lifeless with 
redundant scars of the apocalypse. You will lead the wal o 
in rebuilding the network of space stations that once served < 
the commerce and communication of the old empire 
reuniting the surviving alien peoples under one banner. 


This simulation gives you the opportunity to rebuild and 
successfully maintain a series of giant donut-like Torus | 
Space stations that are scattered across the galaxy. These 
Stations provide a suitable home for the many alien races ; 
that inhabit space, but can also provide you with a tic profit. 
OF course, there are plenty of other enterprising individuals 
out there with the same goals, not to mention the many 
oa |) 6 Pazarcs that exist in deep space. Will you use economic or 
4. military means to force out your opponents? You decide. 


_ U Nine primary character races, each with a unique look and 
Function. Each inhabitant is an individual character, with 
unique moods, desires and personal history ancl 
RAumorous character animations. 


OD Fully functioning alien society and economy. with racial 
_ animosity and friendships, crime and punishment, 
as well as leisure and entertainment. 


_0 Unique “Torus’ play area gives a 
_ viewpoint never before seen in a game. 


0 Bio-deck with editable landscape and manageable 
_ &cosystem allowing complete control of terra-forming. 


oO ul Multi-player support for up to three other stationmasters. 


i} Varied levels of play, from simple sandbox 
_ to detailed station micromanagemert. 


' Trade and auction goods and services 
with other players and alien races. 


o Research impraeoents and develop new technologies. 


0 ‘Simple and intuitive command of security forces for 
c Piect conflict with other players or defense 
against alien threats. 


RATING PENDING (amu 
Visit www.esrb.org 


or call 1-800-771-3772 


for more info. 
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_ Consequently, there was zero learning curve. An average non-game playing 


Newest ride at Six Flags over |’nanin. 


this sort of emotion is definitely new to the 
Myst series. 


Look homeward, Atrus? 

In the mythology of the Myst universe, D’ni 
scribes write about other worlds in magical 
books. The act of writing opens a link toa 
world, which can be crossed into with the 
appropriate book. There has been a fierce 
debate among the fan base as to whether the 
D’ni actually create these worlds or whether 
they pre-exist among the infinite possibilities 
that make up the universe. The Myst /// trailer 
contained the following provocative voiceover: 
“The ages | write are...my dreams, conjured up 
with ink and paper. And the fact that a pen 
stroke can bring these worlds to life amazes 
me.” Kripalani is aware of the significance of 
this phrasing, and he says it was deliberate. “By 
no means are we uneducated on the Myst uni- 
verse, he chides. 


‘type set in front of the game had no excuse not to play it. A couple of clicks and 


you were going places. It’s like a pretty web page—all the complexity of the 
game is in the content, not the interface.” 
“But hardcore gamers want a real challenge,” Schaffer continues. “They 


want to have to figure out a game. They want to be forced to learn some tech- 


- nique, so that later, when they’ve mastered the game, they feel changed.” 


Schaffer makes the web page comparison again, “It presents no technique to 


learn, no skills to master. It’s like a stroll through the woods. Hardcore gamers 


don't want to stroll through the woods. They want to play paintball in the 


_ woods and they want trees to have big sharp teeth and throw flaming apples.” 


There’s a backlash against Myst from many gamers who consider them- 


selves hardcore. “My idea of fun isn’t clicking on a postcard,” is a typical 


reaction. But the paradox of Myst isn’t just that it’s successful but widely 


reviled; the paradox is that the very thing that made it successful also made 


‘some gamers hate it. “The reasons that Myst is both hated and loved come 


down to the same list of features,” observes adventure game columnist Beth 


“Demolitia” Catron, listing the stand-alone non-plot driven puzzles, the static 


_ hi-res graphics, the slowly unfolding story, and the fact that you’re alone in 


the world. These are all two-sided coins, justification for hating or loving 


Myst, depending on your preferences. 


But a lot of the backlash might come from the very real possibility that Myst 


“The title of the project is Exile,” says 
Mattel’s producer Dan Irish, when asked about 
the storyline, “Everybody can understand the 
need to go home. That’s really what it’s all 
about.” Isn't that also the dilemma of the 
player in the previous games, in which you're 
a bystander sucked into another dimension 
where you don't necessarily belong, trying to 
set things right so you can go home? “Right,” 


Academy Award nominee Brad Dourif, Exile’s “villain,” and John Sanborn, Live-Action Director. 


says Irish, “and that’s kind of left ambiguous 
in the other games, in terms of what actually 
happens. How does the player actually get 
home? Well, this product doesn’t answer that 
question, but it gives you more information to 
form an opinion.” 

DeMarle lists what she feels are the most sig- 
nificant themes of her Myst /// storyline: 
“Isolation. Separation from home. The desire to 


On your terms, at your speed: Prelude to a maze puzzle. 


‘killed the adventure game genre. Catron points out that Myst raised sales 


expectations to unreasonable heights—when new adventure games didn’t reach 
these heights, they were considered failures. It didn’t help that other genres, 
like first-person shooters, were enjoying increased sales. 

But why didn’t all the Myst clones sell well? Schaffer says that since the 
game didn’t take off very well with hardcore gamers, the only people left to 
imitate it were non-gamers: “People who didn’t know how to make a game, 
but knew how to get venture capital.” When these games flopped, publishers 
felt bummed and started publishing Doom clones instead of Myst clones. “Myst 
should have started a renaissance period for the adventure game genre,” 
Schaffer says, “but because most companies chose to copy it without really 


understanding the game, it turned out to be just another nail in the coffin.” 
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Alice surveys Dune. 


get back. The overarching theme revolves 
around the past, in the sense of whether the 
past is something you can ignore. How do you 
find resolution with the past and continue for- 
ward?” Everyone relates their cryptic little tid- 
bits about the story with a knowing grin, as if 
they had a secret they weren't about to tell. But 
DeMarle looks like the cat that ate the canary; 
her grin seems to say, just you wait and see 
what I've got in store for you.’ 

As for the structure of the game, Presto 
hopes to steer Myst /// somewhere between 
Myst and Riven. “The structure is a lot closer 
to Myst,” says Presto’s Kripalani. “We really 
loved the whole concept where Myst Island 
was a hub age and you had these offshoots to 
all the other ages. Not to criticize Riven, but | 
think that Cyan lost a little bit of that magic 
with Riven. In the very beginning of the game 


| RealMyst 

Déja vu in 3D 

ealMystf? It’s a title that begs the question, 

“What was on those six million CDs labeled 
Myst that have been pressed since 1993?” 
FakeMyst? One of the producers at Mattel wrinkled 
his nose and explained that they’re still haggling 
with Cyan about the title, but the general consen- 
sus is that it will be called Rea/Myst with some sort 
of modifier. RealMyst: Dimensions was bandied 
about, but at press time nothing was definitive. 

Although it might not have a name yet, it’s clear 
what the game actually is. “Rea/Myst is basically 
what Robyn and | would have done with Myst to begin 
with, if we could have,” explains Rand Miller, who created the original with his 
brother. Cyan is taking the world of Myst, previously built from 2D slideshows 
with fixed points of view, and using an all-new engine to recreate the same 
world in 3D with a new interface. It’s what they wanted to do all along but 
couldn’t because of technological limitations. 

“We talked about, for instance, the sun moving in the sky and that it would 
be cool if you could do that,” Rand says, “but it would take an hour or two to 
render one image, so we couldn’t do it for every position of the sun. It’s incred- 

‘ible to me that [in the original game] those same still scenes took an hour or 
__ two to do—now you can do fifteen per second.” 
Oddly enough, the artwork in Myst was so good that it successfully created 
_ the illusion of movement in many people’s memory. Cyan’s president, Tony 
Fryman, remembers the feedback they solicited while they were gearing up to 
do the sequel. “it’s funny, we talked to people and asked ‘Were there clouds?’ 


‘Yeah.’ ‘Did they move?’ ‘Yeah.’ No, they didn’t,” he laughs. 


The rotating fortress in its 3D dress. 


But now they will. The clouds, the water, and the sun will move in Rea/Myst. 
Shadows will be cast by realtime lighting. There will be sunrises and sunsets. 
There will be weather effects like rain. However, the 3D engine won’t be like the 
traditional polygonally rendered levels you’re used to in Quake or Unreal. 


“There are boundaries actually that are somewhat artificial,” Fryman admits, 


“like sidewalks. You might not want to get off those and walk through the 

woods. There have to be some cheats still in a 3D world, in order to render it in 

a timely fashion. | think the cheats are pretty well hidden so it feels like you can / 

go wherever you want to go.” / 
The engine, informally dubbed Plasma, was created by a company in / 

North Carolina called Headspin. At first, Cyan and Headspin were working as 

partners. “They were looking for someone to use the engine, but they didn’t 

really want to license it, because they wanted to have ownership in the end 

product. We worked with them long distance for about a year, but the long 


distance thing was just difficult. So in the end we were able to acquire them 
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you were able to wander all over the place. 
We’re trying to do a little more structure 
where you have to do a little more to open the 
next area. There’s something very magical 
about solving a puzzle or a series of puzzles to 
get to a whole new age and we want to make 
sure that was put back into it.” 


Forks in the tale 


Although Myst /// will have locked areas, 
Kripalani says that it’s not going to be linear, 
that the player can travel through Myst III's five 
ages in any order. “In Myst, if you remember the 


and move 100 percent of the company to 
“spokane.” Headspin’ s founder, Brice Tebbs, is 
: 2 : now Cyan’ S chief technology officer. 

The interface i is an important factor in how 
i. a detailed world like Myst can be rendered in 
ay : 3D. “When you get near puzzles, there’s a 

| ‘really cool interface we've devised,” says 
a Fryman. “As you get close, it'll pop into a 


at mode that's pretty invisible to you to where 


| pretty seamless. it’s all real time, on the fly, 

| “and ws we're trying to keep the controls simple. 
That was one of the things people liked about 
: Myst, there were no controls, there was no 

; book to read about to epee it. So with 
--RealMyst, it’s still a mouse.” 


‘The result will be Myst with mouselook, but 


He 


without scaring off casual gamers with a first person shooter interface. Fryman 
“says you'll use mouse clicks to move, but without the restriction of pre-set 
nodes to control movement. You'll be able to stop at any point to look around. 


's counting on this freedom being one of the selling points for die-hard fans 


| en 


basic concept, when you went to an age, you 
sort of had to finish that age before you were 
able to link out again. So you were therefore 
stuck on that age until you solved it. We've tried 
to open that up a little more where you will be 
able to go to a variety of ages, but you'll also be 
able to leave them and go from age to age even 
if you haven't solved one completely. There will 
be a lot more nonlinear feel in terms of being 
able to go to whatever ages you want and finish 
them in whatever order you want.” The original 
Myst had only a single ending. But a lot of 
gamers enjoyed exploring the different ways to 


The “postcard feel” is still present, just more vibrant. 


who've already finished the original Myst. “We got a lot of feedback like ‘Oh, |_/ 
wish | could have gone there’ or ‘! wish | could have looked up.’ Now you c 


With the hardcore fans, | think they enjoy the game enough that they'll 


Cage for a dinosaur egg. 


bring Riven to a conclusion (there’s even a web- 
site devoted to exploring all the way to lose at 
Riven). Kripalani says there will be multiple 
ways to finish Myst ///. Part of the appeal of Myst 
was it simplicity, so there was no inventory. But 
in Riven, you had to carry a few books around; 
this will still be the case in Myst II. “We certainly 
don't have a big inventory 
system,” Kripalani says. 
“You will have the 
ability to carry 
around, oh, I'll say a 
handful of 
books/journals. ” 

The technology 
used to create Myst 
/// will allow for full 
360-degree pan- 
ning around the 24- 
bit artwork, accom- 
panied by 3D sound 
effects. Mattel’s Dan 


nt to 


go do those things. And then the new age has got some reward to jt’as well.” 
iy” 


Golden Palace OnLine Casino 
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Crow’s nest and rope bridge still life. 


lrish explains how the puzzles will be different 
from Riven. He recalls how the story was doled 
out over the course of Myst as you solved the 
puzzles, but this wasn’t as clear in Riven. “One 
of the weaknesses of Riven was that you'd solve 
a puzzle at this location and the result would be 
on the other side of the island. But in Exi/e you 
have [a] story being revealed to you as part of 
the puzzle, as part of the gameplay.” As an 
example, he explains a light beam puzzle that is 
glimpsed in the trailer Mattel released for £3. The 


The indoor texturing is extremely intricate these days. 


New age? “There is new material, but we don’t want to over-hype, because 
it’s not a lot. We’re keeping a low profile. We don't want Mattel to go out with 
huge banners reading ‘All New Material! All New Age!’ It’s a new age and | 


think it’s a treat and you'll learn a few things. It’s a fun reason for the old fans 


to maybe want to take another look.” 


agi. 4 


Pas, 


player moves the beam and the pattern changes 
before his eyes. “You have immediate feed- 
back,” he says. “It’s not like a chess puzzle that 
opens a door somewhere else.” 


That's a wrap 

There is a very relaxed and confident air during 
the shoot, partially due to the fact that almost 
everyone here has plenty of experience with live 
action video shoots. They're easily ahead of 
schedule and by the time the day is done, 


Beyond the fifth grade reading list. 


they've already made headway into scenes that 
are supposed to be shot tomorrow. But part of 
the confidence is certainly due to the fact that 
Myst Ill: Exile isn’t exactly a risky title. The folks 
at Presto know the title’s commercial success is 
almost a foregone conclusion, On the most — 
basic level, their job is not to screw it up. 
They’ve had plenty of experience not screwing 
things up, having already delivered three solid 
Journeyman Project titles. And now they've 
finally got the marketing pull to show the few 
million people waiting for another Myst just 
what they can do. 


GENRE adventure 
PUBLISHER Mattel interactive 
RELEASE DATE winter 


At the end of Myst, after yOu had solved 
the game, Atrus alluded to the fact that you 
could go back to the library and look around. 
There was some confusion among players : 
who thought that perhaps the game wasn’t 
over, so they went back expecting to find 
something new. But Cyan just wanted to give 
players an opportunity to go back and look 
at the journals more closely or read over 
things they might have missed. But in 
RealMyst, there will be another age waiting, 
with new music. Cyan won't change anything 
in the storyline, but Fryman hints that it will 
clear up some lingering questions about the 
universe of Myst. “I think it wraps up better 


than the original game,” says Fryman, who 


played through Myst before he worked at Cyan. “I got to the end and | was 


like, ‘Is this it?’ | think this gives you a little better closure.” 


make all along. 


For die-hard fans of the series, the real Attraction is being able to return to a , 
beloved place and look at it with more freedom. “It’s real satisfying,” Rand , 


Miller says, drawing out the world ‘real’, “to wander around in those spacés in 


real time now.” For Miller, you get the sense that this was the place he’meant to 
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in? That is one of the questions you’ll face in Baldur’s Gate II: 

a Shadows of Amn. Immerse yourself in a world of intrigue, adventure 

: . and fierce combat where sometimes the only thing standing between you and 

: : ‘ certain disaster is a loyal ally. Allow yourself to trust, you may just allow 

“~~ yourself to live. 


Control high level, advanced characters with powerful magic 
and formidable combat skills — nothing short of walking gods. 


New weapons and AD&D proficiencies (including a two- 
weapon fighting style) create unique combat options for players. 


Visually astounding 800x600 resolution brings the Forgotten 
Realms to life. 3D acceleration sets environmental and magic 
effects ablaze. 
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_T’S A REAL-TIME WORLD OUT THERE. STRATEGY GAMES, — 

_ once the exclusive bastion of the thinking player who 

- plotted each move, chess-like, before grudgingly hitting 
that Next Turn button, have on the whole become a far 


| more casual, impulsive (and, admittedly i in some cases, exciting) : 
= experience. Real- -time has added a certain flair to the genre—an — 
_ incentive to think fast, act decisively, and learn quickly from 


your mistakes—but at what cost? When most current and upcom- 
ing strategy titles cater exclusively to the real- time market, the 


. methodical lovers of careful planning seem left out. | 
Fortunately there are still those few brave titles, like zebras in _ 
a herd of palomino stallions, which dare to stand out and pan- | 
_ der to that original strategy crowd. These games eschew reflex 
action in favor of percolating gray matter, providing a more 
strategic experience by the simple act of giving you time to plan ~ 
S strategy. The names of their classic predecessors may be 
: legion, but modern turn-based strategy games can be easily _ 
counted by a mathematically oe kindergartner—the 
_ genre has all but vanished. — 


- Fortunately, among the ongoing advocates of th this digital site 


~ are the developers at Mare Crisium, who seem to be pulling no 
tactical punches with their upcoming title, § Stars! Supernova. 


Stars! a 
Supernova 


superheats 
turn-based strategy 


on a galactic scale. 


~ | by Cindy Vanous | 


eatin SB Seated tS SL Se 
Boot 


40% 


Necessity as the mother of invention 

As with many truly interesting concepts, the genesis of the original Stars! 
was rooted in disappointment. Once upon a time, when designer Jeff 
McBride still held down an ordinary software engineering job on an ordi- 
nary software engineering team, he had the burning urge to play one of 
his favorite space exploration games with his friends and co-workers. 
Unfortunately (this being quite a few years ago) multiplayer was far from 
a household word, and the games in question had no such support. 
Undaunted, McBride set out to create his own. 

The resultant game, which already had much of the same functionality 
as this modern version, albeit none of the gorgeous eye-candy art anda 
smaller range of options, eventually became so popular among McBride’s 
lunchtime opponents that it spread rapidly throughout the company 
and, eventually, to the great outside world. Needless to say, it was only a 
matter of time until someone convinced him to make a commercial ver- 
sion. Stars! was born. 

The concept of Stars/, and now Supernova, is simple. Your race is in 
the early stages of interstellar travel. So, unbeknownst to you, are oth- 
ers—some open-minded, some openly hostile, but all with the same 
goal: colonize as many worlds as possible, and spread your Species 
throughout the galaxy. Supernova adds an extra twist to the tale—your 
race s homeworld will soon become uninhabitable due to a nearby 
star's imminent supernova. Fortunately, one of the other sentient races 
popped by to offer you much-needed starflight technology, and to 
jump-start your development as a member of the galactic community. 
Talk about the proverbial lucky break. 

Now it’s just a matter of using that basic knowledge, researching vital 
new technologies, and finding habitable worlds to house your fleeing 
population. Fast. 


Interstellar colonization 101 

As the game's name might suggest, you'll spend much of your time in 
Stars! Supernova looking at... what else? Stars!, exclamation point well 
earned. A miniature galaxyful of the life-giving fireballs awaits your dis- 
covery, each with a potentially habitable world spinning around it. Of 
course, as we humans should well know, space exploration is no simple 
or speedy matter, and so each turn in Supernova represents a standard 
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year of galactic time. 

As you begin each mission, you'll have a populated homeworld and a 
few basic ships. What types of ship, and what each one can do, will 
depend entirely on which species you choose to play—some aliens have 
no need for ships or technologies that most other sentient organisms find 
absolutely necessary, and others might start with something essential to 
them that the rest of the galaxy considers a mere luxury. 

Your goal, as mentioned before, is to escape your home planet, and 
that means building colonies on other worlds. Of course, not all planets 
are created equal, and many will not be able to support your variety of 
life. So your first task will be to investigate nearby worlds and gauge 
their usefulness and habitability. The closer a world’s gravity, tempera- 
ture, and radiation level match that of your race’s birthplace, the faster a 
colonizing population will be able to grow. On the other hand, a highly 
habitable world with no mineral resources worth mining is still a poor 
choice for early colonization. 

As with all “4x” games (the X’s standing for exploration, eXpand, 
eXploit and exterminate), this initial phase of exploration will serve as a 
backdrop to your other primary goal—that of building up your species’ 
population and resources to a respectable level. Mapping half the galaxy 
won't do you much good if your neighbors have been concentrating on 
nothing but building a cubic buttload of warships. 

In addition to population (which is arguably your most important 
resource, offering as it does both a workforce and a source of tax 
income), the acquisition of three vital minerals will be your first con- 
cern. lronium, boranium, and germanium form the building materials 
for all future construction, and an extremely habitable world with large 
concentrations of all three is pretty much the Holy Grail of Supernova’s 
early game. 

The construction of factories, scanning units, planetary defenses, 
and an orbital starbase will help keep you safe and move things along 


while you're researching the technology you need to really start 
expanding in earnest. 


Pardon me, but you’re standing 

on my planet 

Of course, with a finite supply of habitable planets and a universal 
species voracity for new terrain, you will inevitably encounter your cos- 
mic neighbors. Some of them might extend the slimy pseudopod of 
friendship, asking for an alliance or offering to trade technology. Others 
might immediately attempt to eradicate your race from the pages of his- 
tory. Either way, it’s good to be prepared. 

Supernova's starships are basically of the “mix and match” vari- 
ety, with various hulls, engines, weapons, and other components 
becoming available over time through research, trade, or espionage. 
Put the bits together, and you get freighters, probes, starbases, min- 
ers, colonizers, and all the other hardware of traditional science fic- 
tion. Both small fighters and large warships will eventually be avail- 
able, as well as less obvious offensive units such as minelayers and 
the odd well-aimed mass driver. 

Lest you think that all battle will be that straightforward, however, 
Supernova will also provide that more human (or amoeboid, or fungoid) 
aspect of war—spies and saboteurs. These covert units can be hired and 
maintained, for a price, trained in various aspects of their trade, and sent 
out on missions that your opponents won't be happy about at all. 


Spies like us 
Covert agents can be given a variety of assignments, such as racial or 
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technical espionage, general or specific counter-espionage, environmen- 
tal or economic sabotage, or disinformation. A well-trained operative 
can even plant lies about any given object. Don't want the enemy build- 
ing cloaking technology? Make his population believe it’s unsafe. All is 
fair, after all, in interstellar conquest. 

All spies have a series of skills, and a competence level for any given 
mission. That level doesn’t exactly represent their chance of success, but 
rather what he, she, or it believes his, her, or its chance of success to be. 
Spies evolve over the course of the game, learning new tricks, changing 
according to their own psychological quirks, and hopefully becoming 
more effective in their dirty-but-vital trade. 

By the looks of things, there’s no way to overestimate the value of 
spies in Supernova—in fact, after scooping them out a bit, it’s difficult 
to imagine how Stars! made do without. A successful espionage or sab- 
otage mission can be just the ticket to tactical advantage, and the rare 
critical success even more so. For instance, if you send a spy to sabo- 
tage an enemy’s mass driver, and he manages a critical success, he 
may not only take out the entire starbase on which the driver was 
mounted, but also reroute its last mineral packet to one of your own 
driver-equipped worlds (or one of your enemy's non-equipped and 
soon to be pummeled worlds). 

Of course, an unsuccessful spy can be captured and imprisoned. 
Imprisoned agents will attempt to free themselves every year, but just 
as likely will be killed or die in captivity. Worse, some may be persuad- 
ed to reveal technology or other confidential information about their 
previous employers. They may even switch sides, particularly if their 
employer fires them while they're in prison. They are, after all, merce- 
naries at heart. 


Can I get a side of Boranium with that? 

For players of the original Stars!/, Supernova’s differences will be immedi- 
ately obvious. To begin with, the words “comfortable art budget” spring 
to mind. While the interface will be perfectly navigable to any Stars! afi- 
cionado—the one caveat being that if you don’t see something in its 
accustomed place, just think about where it might be better located and 
you'll probably find it there—the graphics have become downright 
spiffy. Scalable windows and intuitive subscreens play host to some of 
the most surreal ship and technology art seen this side of a Babylon 5 
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render artist's mushroom dream. 

As before, a variety of view icons will allow you to toggle various 
informational overlays, to give you a better idea of planetary habitabili- 
ty, ownership, population, and so on. This leads to Supernova’s first wel- 
come convenience—the addition of map presents. This function will allow 
you to save the map view in its current state and return to it later with a 
single click. “We're giving you up to four pre-sets,” explains McBride. 
“So if this is how you want the map to look when you're scouting for new 
worlds to colonize, but this is how you want it when doing long-range 
strategic planning, you can switch quickly and easily.” 

Even more helpful, not to mention flat-out more enjoyable, should be 
the changes to ship pursuit and combat. Enemy ships will display a gray 
history line, showing the movement of that ship for the past five years. 
(“If somebody’s trying to be devious and not show you where they re 
coming from,” says McBride, gleefully, “you'll at least have some clues. 
You'll have some context.”) Based on this data, the game will offer you 
its preference for pursuit. In most cases, the Al will prefer to plot an opti- 
mal intercept point and meet the opponent there. 

If the target is maneuvering, on the other hand, as evidenced by 
changes in speed or direction over the past two years, “well, then we fall 
back to the old Stars! 2 way of doing things, and head directly for the 
object. If you're heading for an intercept point and they're evading, they 
can actually increase the distance between you. The way we have things 
now, an object may be able to outrun you, assuming it has a good 
enough head start, but it can’t fool the computer into making a mistake 
about how to intercept.” 

The battle system itself is completely new, and foregoes the stan- 
dard grid design for Newtonian physics and freer movement. And a 
battle simulator allows you to replay any recent battle and check to 
see what would have happened—if, say, you'd had two more fighters, 
or one less cruiser, or whatever other strategy might help you win in 
the future. 

The venerable Messages panel has also been the beneficiary of a total 
overhaul. Gone are the Go buttons, replaced by a set of hyperlinks that 
take you to the appropriate planet or ship immediately, or pop up entries 
in the technology library—a sort of what’s what in desirable goodies. 
Rather than merely running in Windows, this latest Stars! embraces it and 
emulates many of its most convenient features. 
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Actual PC Game Screens 


AN UNBORN EVIL THREATENS TO DESTROY THE UNIVERSE... 

Enter the Psycho Circus and transform yourself into the powerful KISS Elders from 
Todd McFarlane’s comic book. Wie!d a deadly arsenal of weapons to slay the endless 
hordes of the vile Nightmare Child. Battle through the four hellish elemental realms to 
face the demon seed itself in the final Nightmare Realm. Ley THE ONSLAUGHT BEGIN... 


Visit SPAWN.COM for more information on the KISS Psycho Circus comic book and action figures. 


“A wildly original game world, and some 
of the most frenetic action seen to date.” 


—NextGen Magazine, February 2000 
DEVELOPED BY 


Sega 
Dreamcast. 


www.kisspsychocircus.com www.godgames.com www.tremor.net 


KISS Psycho Circus The Nightmare Child, name and loge are trademarks of Third Law Interactive. © 2000 Third Law Interactive. Ail rights reserved. © 2000 Todd McFarlane Productions, inc. Ali rights reserved. © 2000 KISS Catalog, Ltd. All rights reserved 
Sega Dreamcast is either a registered trademark or a trademark of Sega Enterprises, Ltd Gathering of Developers and godgames aze trademarks of Gathering of Developers, Inc. @ 2000 Gathering of Developers, Inc. All rights reserved. 
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Project IGI: I'm Going In is a trademark of Eidos Interactive. Eidos Interactive and the Eidos Interactive lo 
ratings icon is a trademeark of the Interactive Digital Software Association. All rights reserved. 
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Battle your way through Eastern Europe in pursuit of a 
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Also on the eye- on side, over 120 planetary images will be chided each Gorteeponding 1 
certain range of the game's three habitability factors. 


[left] Watching the inevitable outcome of over- 


whelming odds. 


[right] Aim straight for the enemy and hope to 
catch up, or try to plot an intercept? 


But wait, there’s more 

The built-in reminder system should also be a nice touch. Once your 
empire has grown to near-unwieldy proportions and you're trying to 
keep track of fifty things at any given time, it’s easy to lose track. In 
Stars!, frustrated players often resorted to renaming a fleet to what- 
ever that fleet was supposed to be doing. Worse still, when a player 
wanted to make absolutely sure to remember to do something at 

a certain time, the only in-game option was to name a fleet 
“Remember to do...” whatever it was, then send it the requisite 
number of years out into deep space and tell it to do something 
impossible, like colonize a nonexistent planet, just so a message 
would pop up at the appropriate time—"Fleet Remember to check 
your mines!! could not complete its task.” (Cue Jeff McBride scream- 
ing “NOOOOOOO!” as he explains it.) Luckily this should no longer 
be a problem. 

Now, you can attach a virtual note to any given object to keep track of 
exactly what you planned to do with it. (“If this ship survives the fight, 
you were going to go explore that cluster to the left,” for example, or 
“The reason you were sending this probe to an uninhabited chunk of 
deep space was...”) You can also tell the game to remind you about the 
note at some specific point, thus handily solving the potential problem of 
having to check the note screen every time you do anything with any- 
thing, just in case. 

Not only can technology fields be queued for research, but so can 
specific technologies, components, or even entire ship designs. With 
a single order, you can queue the research of everything needed to 
build a certain type of ship, and the game will systematically devel- 
op each piece, even to the point of doing any prerequisite technolo- 
gy field research needed for specific components. In a word, this 
seems pretty sweet. 

Oh, and when you build a colony ship, it assumes you ve loaded up 
some colonists. And you won't find any freighters—remote miners can 
now be set to mine within a certain light-year radius for a certain num- 
ber of years. The mining ships then compute each year whether it would 
be more profitable to stay in their current system or move to another 
one. How's that for improvement? 


SOLO GAME SETUP  eiay Game 


HUGE UNIVERS 


QWs OF The Duct Tape Men are wit apie 


f vill) he stength of ther dark sk 
! i 8 tenacity of thei: ight sick they bunet tt 
VETS Tage seh | 


Super Stealth 


inpioved Fuel Eificien 
lotal ben atonniw. 
ect 


INSANE 


The Message log spells out a tragedy—enemy saboteurs can wreak 
havoc on your colonized worlds. 
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Never play chicken with a black hole 

lf veteran Stars! players will find a lot of new factors in the latest iteration 
of this series, they can also be assured of two important constants—plen- 
ty of complexity and a light, humorous style. Sure, conquering the 
galaxy is serious business, but there’s something a lot more fun about 
vying for a mineral-rich planet against, say, an intelligent fungus with a 
bad attitude than just another faction of boring humanity. The develop- 
ers’ sense of humor is scattered liberally throughout the game, from 
offhanded comments in species descriptions, to default ship and world 
names of questionable provenance, to at least one oddly familiar galaxy 
shape... assuming the latter makes it into the final game. Either way, 
though, there’s just enough lightheartedness to remind you from time to 
time that yes, this is a game. 

On the complexity side, the game should be a paragon. Imagine 
forty different ship designs per line, with sixteen lines available, each 
radically different—that’s a lot to look forward to researching, trading, 
stealing and replaying for. Your choice of player color will determine 
your line of ships, and a selection of emblems will be available for fur- 
ther visual customization. 

Also on the eye-candy side, over 120 planetary images will be includ- 
ed, each corresponding to a certain range of the game’s three habitabili- 
ty factors. Start terraforming, and you'll actually see the world change 
over the years—oceans recede, colors shift, and so on. 

More to the point, a lot of the basic factors in Stars! have been beefed 
up for Supernova. A larger collection of racial traits, for example, will 
provide plenty of new gameplay options. One of the most intriguing 
Mare Crisium has revealed so far is the Synthetic trait, which will allow 
you to play a race of sentient androids. Of course, this population could- 
n't grow on its own through biological reproduction, but fear not—you'll 
be able to make ‘em from scratch in the planet’s standard build queue. 

The new Ecologist trait also sounds like fun, as Ecologist races have no 
need for terraforming. Instead, they simply change their own biology to 
match the conditions on the world they'd like to colonize. Practical 
upshot? Most of their weapons are environmentally based, and they'll 
have no compunction about un-terraforming an opponent’s planet and 
then adapting themselves to live there. 

In keeping with the original philosophy of Stars! as a multiplayable 
turn-based time-eater, Supernova will of course support a variety of 
online, e-mail, and hotseat options. And the developers fully expect that 
most gamers will at least experiment with online play. 


Mare Crisium gets its ship together 

Of course, the true test of a sequel is two-fold—will it be good enough to 
bring new players into the fold, and will it be faithful enough to the orig- 
inal design to maintain the series’ current users? All this, of course, on 
top of the inevitable question of “How Will It Be Better?” 

“There were a lot of things about Stars! that annoyed the heck out of 
me,” McBride admits. “The frustrating thing was that | knew what | want- 
ed to do, but between not having the budget to do the artwork I'd have 
liked to do, and the time to put in all the features | wanted to implement. 
This time, though... well, you'll see.” 

Supernova is scheduled for a mid- to late Fall 2000 release, so 
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In that sense, Monolith views games as “LithTech cartridges.” Whatever 
they're doing over in Kirkland, Washington, apparently they're doing it 
well. According to Monolith, there are 20-30 LithTech licensees, only 
about a dozen of which have been formally announced. 


It all began with DirectEngine 
Monolith was founded in 1995. A group of developers working on edu- 
cational software was making some cool graphical demos that ran 
under Windows 3.1—quite a rarity at the time, when the “demo scene” 
was firmly entrenched in DOS. Microsoft took notice, as they were 
working on Windows 95 and DirectX and wanted to find some devel- 
opers to make demos to show how Windows could be a good gaming 
platform. Thus the Monolith company, originally formed just for a 
name to put on their demos, had scored its first production gig—the 
original Windows95 game sampler CD. Monolith was subsequently 
contracted to build DirectEngine, a full game engine complement to 
DirectX, and a game to show it off. This anime-inspired mech combat 
game, called R./.0.T., turned out to be a lot harder to build than 
Monolith thought. The developers were spending so much time build- 
ing DirectEngine into a fully functional property for Microsoft to 
license out that not much work was getting done on the actual game. 
Finally Microsoft abandoned its intent to publish DirectEngine, and 
allowed Monolith to buy the rights to the game and engine. It would 
be self-published under the name Shogo: Mobile Armor Division, and 
the engine would be renamed LithTech. 

That's the origin of the LithTech 3D engine, in a nutshell. The compa- 
ny’s history is actually quite a bit more complicated than that, including 


Monolith’s purchase of Q Studios and the development of the game Blood, 


as well as a long and mostly failed attempt at becoming a major publish- 
er. Shogo was a pretty good showcase for the technology, but had its 
share of problems. Blood 2 fared worse, and though it’s debatable 
whether or not its problems were related in any way to the actual engine, 
it didn't do a lot for hardcore gamers’ confidence in Monolith as a devel- 
oper. The company pushed onward with LithTech development, making a 
big splash with LithTech 2.0 at £3 in 1999. This was accompanied by form- 
ing LithTech Inc., a separate company within Monolith that would exist to 
develop and support LithTech completely independent of Monolith’s 
game design. 


Features, features everywhere! 
The most current version of LithTech (it’s up to 2.1 now) has a laundry list 
of features that, at least on paper, seems pretty impressive. (Warning: 


serious tech-speak on the way.) Big outdoor terrain that’s not limited to 
using a height-map, a weighted skeletal animation system that supports 
both keyframe and motion captured animations and can blend anima- 
tions together, model “sockets” for bolt-on accessories, user-defined 
player meshes with inverse tessellation for level-of-detail polygon scal- 
ing, planar shadow mapping (think cloud shadows moving along the 
ground), full 32-bit texturing with textures up to 512x512 including 
detail textures and environment mapping, displacement mapping (for 
things like cool water effects), specular lighting, volumetric fog...the list 
goes on and on. Because LithTech is built, maintained, and supported by 
LithTech Inc. rather than Monolith’s game developers, it isn’t actually 
tied to the features or release dates of any particular game. The engine is 
continually under development, and features are added based solely on 
the needs of licensees. In fact, Monolith claims the in-house development 
teams that are creating Sanity and No One Lives Forever are treated like 
external licensees. 

Monolith doesn’t like to focus on all the bells and whistles of LithTech, 
though. The purpose of licensing an engine, it claims, is not to give you 
access to one special gee-whiz graphical effect or another. It’s to allow 
the developer to focus on game content, and reduce development times 
and costs. Naturally, this means having a very complete feature set, since 
spending all your time extending and modifying an engine to suit your 
game would take just as long as developing all your own technology (just 
ask the Duke Nukem Forever team). LithTech Inc. intends to bring the 
engine to a variety of platforms. The company currently develops and 
maintains LithTech for the Windows PC, and is close to finishing LithTech 
for Playstation2. Hyperion Studios is making a port of the engine for 
Linux, MacOS, and BeOS. When pressed about other versions, such as that 
for Dreamcast or X-Box, Monolith would only reply that there is really no 
demand for the engine on Dreamcast, and that it can’t say what its X-Box 
plans are. It can only confirm that there’s been a lot of demand for the 
engine on X-Box, and “if” an X-Box version of LithTech is produced, it will 
have custom rendering features suited to the console’s hardware. 

Monolith thinks this cross-platform approach will be crucial to 
LithTech’s long-term success. Its goal is to become the standard for game 
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[top left] KISS: Psycho Circus is the most recently released LithTech- powered 
game. 


[center] This is how a level built with LithTech might look to a player... 


[above] No One Lives Forever, the first game to be released using LithTech 2, 
will feature expansive outdoor environments. 


development. With so many developers looking to maximize their return 
on increasingly large development budgets, it’s not surprising to see 
many titles developed for both PCs and consoles. The tools for each version 
of LithTech are nearly identical, and the content you create for one plat- 
form can be almost entirely used on another. There may be small differ- 
ences (the Playstation2 version of LithTech supports NURBS, for instance), 
but the idea is that a developer’s level designers and modelers can make 


products for multiple platforms without having to learn how to use differ- 
ent tools. 


Licensing LithTech 
The pricing structure for LithTech on the PC is pretty straightforward: it’s 
$250,000 for a single license, with no royalties on units sold. That buys the 
LithTech editor including associated tools like preprocessors for compiling 
levels, the model editor, exporters for 3D programs like Maya, 3D Studio 
Max, Lightwave, and Softimage, the LithTech client and server including 
source code and documentation, sample applications, and source code for 
the engine. The documentation includes a printed manual, which is rare in 
the engine-licensing world. Developers continue to get quarterly updates to 
the engine and tools until they ship their game, with a five-year cap. 
Licensing fees are generally the same for everyone, but there are some 
special circumstances. Those who buy package deals may get a special 
rate, for instance. The fees for console licenses aren't yet decided, but are 
generally much higher. It’s claimed that the financial model and average 
sell rate of console games make the price “still a good deal,” but it’s hard 
to say until console games with LithTech licenses ship. The Dreamcast ver- 
sion of KISS: Psycho Circus won't be the first, really. Though Tremor 
Entertainment is porting the game to that console, LithTech Inc. has no 
current plans to develop and license LithTech for Dreamcast. The first con- 
sole game to use a LithTech license will likely be Irrational Games: 
Playstation2 title The Lost. Irrational is getting a special deal on the 
engine by licensing it before it’s complete. 


LithWorlds 
One of the more interesting developments at LithTech Inc. is the rather 
large “LithTech Online” project. Monolith is spending $18 million over the 


The Big Man of Engine Licensing 


LithTech Licenses | 


The following is a short list of companies who have announced 
projects for which they have licensed LithTech. We were informed of 


quite a few other big-name companies, many of whom gamers are 


very familiar with, but they wish to be kept anonymous until their 


games are formally announced. 


RealNetworks 

Magic Lantern 

Ripcord 

Zombie 

NonStop Entertainment 
Full-On Amusement 


Third Law Interactive 
ASC Games 

Black Isle Studios 

New World Computing 
Crave Entertainment 
irrational Games 


next couple years to create a one-stop solution to massively multiplayer 
online games. These will be called LithWorlds and the technology behind 
them is what the company calls LithTech Online. LithTech Online is basically 
a version of the LithTech engine adjusted and optimized to support thou- 
sands of players in the same world simultaneously. A LithWorld will be 
much more than just a massively multiplayer game using the LithTech 
Online technology, however. 

Designers of subscription-based massively multiplayer games have a 
lot to worry about beyond just game design. Who is going to provide the 
Internet connection for your servers, and how much will it cost to guaran- 
tee a certain amount of bandwidth? Who is going to process and bill the 
credit cards for all your subscribers each month? Where will you lease 
your actual server equipment from, or will you provide those yourselves? 
Monolith aims to provide a “Chinese menu” of easy options for every 
aspect of running a big online game, so the licensee can focus on just the 


Are there any recent games you’ve seen where you 
said to yourself, “they could have done this better, 
cheaper, or faster if they had just used LithTech?” 
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Monolith CEO Jason Hall is literally and figurative- 
ly one of the biggest presences in the engine 
licensing game. Always ready to talk about the 
game industry, engine licensing, and the finan- 
cial realities of making successful games, we stole 
away part of his day to grill him about LithTech, 
game development and the business of licensing 
a game engine. 


Why do you guys keep calling LithTech a “3D Game 
Operating System.” isn’t that a bit pretentious? 
First off, it’s called that because it’s something that 
people can understand more easily when they try 
to differentiate it from something like RenderWare 
[A competing engine from Criterion software that’s 
been used in games like Redline Racer and 
TrickStyle]. Let’s say you get people in here who 
license LithTech and have never done a 3D game 
before, and this has happened. | try to explain to 
them how you work with it, because it isn’t like you 
pop open a c++ window and start programming 
and away you go. It’s a system like a Nintendo and 
you're making cartridges. Content drives the sys- 
tem, and they need to understand that they’re 
working within a system for them to get any use 
out of it. You could build a machine that has 
LithTech sitting on it and you just plug in car- 


tridges and it will play LithTech games. 

| don’t try to confuse it with a computer oper- 
ating system, per se. It’s a game OS is what it is. 
The content that you make is transmutable across 
all the platforms—PC, Playstation2—wherever 
LithTech is, your content can go. It’s an easier way 
for people to understand what it is. If you say “the 
Unreal engine,” you're thinking “the Unreal 
game.” If you say “the Quake engine,” you’re 
thinking “the Quake game.” If | say “the LithTech 
engine,” well what’s that? 


Oh yeah, all the time. | mean, that’s constant. I’m not 
going to be so bold as to say “better,” I’m just going 
to say they could have accomplished the same thing 
for less money, and that to me is just the saddest 
part. | see that all over the place. | have a schematic 
breakdown of all the major engines. | know what 
they do and how they do it and why. | can tell you 
definitively that LithTech is simply more cost effec- 
tive and works across more platforms—works with 
more 3D cards and everything—so why someone 
would license something else over LithTech... 

To me it’s a self-correcting problem. Either you 


“have a schematic breakdown 
of all the major engines. | know 


what they do and how they do it | / 
and why, | can tell you defini- 


tively that LithTech is simply 
more cost effective and works 
across more platforms... ” 


—Monolith CEO Jason Hall 


game itself. A licensee can look at this menu, for instance, and say “there 
are these three bandwidth providers, and this one can guarantee this 
much bandwidth for $3 of my $10 monthly charge, this one can provide 
this other amount for $2.50, and this other one for $4. These four compa- 
nies will lease servers for this chunk of the subscription fee. These are my 
options for someone to handle the e-commerce.” The end result, in theo- 
ry, is that the game developer picks one of the companies under each cat- 
egory, and is left with a few bucks of their monthy fee. That's all they'll 
ever have to do—then they can just go make the game, and sit back and 


collect a piece of their monthly subscription fee when it goes live. LithTech 
Inc. handles all the rest. 

If it all works out, it could be a great thing for massively multiplayer 
online games. Right now, the only companies that can afford to foster all 
the relationships necessary to build, sell, and support one of these games 
are really big publishers like Electronic Arts, Sony, and Microsoft. The 
LithWorld model should make these games accessible to smaller compa- 
nies. What's more, there’s potential value to having all the back-end 
Internet and e-commerce relationships handled by one company. It’s not 
hard to imagine a cable television-like model; if there are a dozen 
LithWorld games available, it would be easy to set it up so customers 
could pay a single subscription fee that would give them access to any of 
them. Or perhaps to the “fantasy RPG channel,” where they'd have access 
to five fantasy RPGs for the price of two individual subscriptions. We'll be 
waiting for some time yet to find if the LithTech Online technology and 
LithWorld business model actually work, as the first LithWorld probably 
won t go live until late 2002. 


The Future of LithTech 

The goals and features of LithTech are closely guarded secrets, but there is a 
definite long-term plan in place. The company doesn’t want to reveal any 
of its planned improvements or upcoming features, even short-term ones, 
to Its competitors. It'll only reveal that, “the biggest push right now is to 
enhance our tool suite and to take full advantage of PlayStation2 and 
DirectX 8 rendering capabilities.” In speaking with the company, it’s clear 
that it has certain expectations, and they mesh with the starry-eyed predic- 
tions of many people in the industry—in a few years, we’ll see graphics that 
look like Toy Story, persistent worlds with hundreds of thousands of players 
interacting, broadband connections everywhere that enable dramatic con- 
tent updates and voice communications, and so on. 


3D0 is using LithTech to create the fantasy action/RPG Legends of Might 


and Magic. 


can successfully make a game with those technolo- 
gies cost-effectively and make money, or you can’t. 
Those developers that can’t will just go away. 

What does it cost to develop, maintain, and sup- 
port LithTech for a year? Not just the cost for the PC 
version, but the entire LithTech Inc. 

Probably something like six or seven million dollars. 


How many licensees do you have to sign a year to 
make that financially viable? 

That’s the problem that everybody else has, that 
they think of it like that. Without going into our 
whole business strategy and model, at best it 
breaks even. You may do so many dollars worth 
of PC licenses and so many dollars worth of 
Playstation2 licenses, and at the end of the day it 
breaks even. We have to break it into business 
units—there’s the PC unit and it costs this much 
to develop and sells this many licenses, and 
there’s the Playstation2 unit and it costs this 
much and sells this many licensees. The company 
as a whole is developing projects that we aren’t 
making any money on yet, like LithTech Online. 
We won't see money from LithTech Online for at 
least a couple years. 

I'll give you this as a clue: we’ve got almost 
every single major publisher using LithTech. We 
also have LithTech being used outside the game 
industry by things like golf courses and other stuff, 
right? There are numerous teams learning how to 
use the LithTech tools, and the whole point of a 
developer licensing LithTech is to continue to 


license LithTech so their costs go down. How much 
is it worth to you to be in the position where you’re 
the standard? | can’t take you through the whole 
business plan, but it’s really good—and it’s work- 
ing! But the idea is that value starts being created 
once you start to become “the platform.” So then 
there’s all these other things you can do to make 
money outside of licensing. 


Where do you see the future of engine licensing in 
producing games? 

I'll say this. A custom job from the ground up by a 
company that builds a technology for a game, and 
that’s all it was ever meant to do, is horrendously 
expensive to do. But you'll probably end up with a 
pretty unique title that could be considered the 
best title in its category. But you’ve spent an inor- 
dinate amount of money, and it remains to be seen 
if you can do that anymore. 

If you’re going to build an engine that’s going 
to compete with LithTech—and | can tell you this— 
at an absolute minimum developers want all the 
features that LithTech 2 has. If you’re going to just 
build from there, and not make any mistakes at all, 
it’s going to take you at least two years, a million 
and a half or two million bucks, just to get to 
where we are right now. That’s without any mis- 
takes, and that would take flawless management. 
Then they start making a game. So now you’re up 
to five million bucks, and publishers don’t want to 
pay for that, that’s for damn sure. And developers, 
where are they going to get that kind of money? If 


We really haven’t seen a whole lot from LithTech on the retail shelves 
lately, though. The recent release of K/SS: Psycho Circus marks the first 
major LithTech-powered title since Blood 2, but the impending release of 
Sanity, shortly followed by No One Lives Forever and third-party games 
like 3D0’s Legends of Might and Magic will soon give us all a first-hand 
look and what developers can do with LithTech. m 


a publisher advances you five million dollars, you 
know how may copies you have to sell based on the 
royalty rates to make any money? It’s ridiculous. 

Yes, | still think there will be some custom jobs 
here and there, but for the most part it makes sense 
to license a technology whenever you can jf it’s 
going to suit your needs. We’re spending a lot of 
money every year on LithTech, adding all the fea- 
tures, making it better, building up on the tools 
and all that stuff, and the license fee is so low com- 
pared to how much money a developer would have 
to spend to equate what they get, that it just does- 
n’t make a whole lot of business sense to not 
license a technology. | think the business reality is 
that developers need to have game production 
under control, if they don’t they’re going to go out 
of business, and licensing a technology, be it an 
engine or whatever, moves you closer to that goal. 
| think those will be the people who survive. 


It would make sense to say that, moving forward, 
LithTech is going to make an effort to make the 
engine applicable to a greater variety of types of 
games, so that more potential licensees have you as 
an option. 

Right. We’re helped a lot with that. With all the 
licensees we have, we get all the feedback—“well 
we want this,” or “oh it’s got to do this,” and all of 
that stuff basically makes LithTech better. At this 
point, it’s driven by developers, and so the market 
is making LithTech into being useful for them, to 
serve the market, basically. = 
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i sn lide igen of Austin Pewee? You 


1960s action spy thriller, No One Lives Forever. Creating a 
strong (and marketable) main character was so important 
to Monolith and publisher Fox Interactive that it hired a 


real-life model to play the part and serve as a “muse” for 
the development team. A talent search that involved 


screening hundreds of hopefuls turned up Elite model and 
former L'Oreal cover girl Mitzi Martin, whom Fox ended up 
casting in the role. Karly Young, Fox’s Director of Worldwide 
Brand Marketing explained, “We searched both domestical- 
ly and internationally for the right look and attitude for 
Agent Archer and found exactly what we were looking for in 


Mitzi Martin—beauty, strength and sex appeal.” 


What do you get when you take a little James 
Bond, mix in a dash of Catherine Gale, and top it 
all off with a smidgen of Austin Powers? You get 
Agent Cate Archer, the spunky hero of Monolith’s 
groovy 1960s action spy thriller, No One Lives 
Forever. Creating a strong (and marketable) 
main character was so important to Monolith and 
publisher Fox Interactive that it hired a real-life 
model to play the part and serve as a “muse” for 
the development team. A talent search that 
involved screening hundreds of hopefuls turned 
up Elite model and former L’Oreal cover girl Mitzi 
Martin, whom Fox ended up casting in the role. 
Karly Young, Fox’s Director of Worldwide Brand 
Marketing explained, “We searched both domes- 
tically and internationally for the right look and 
attitude for Agent Archer and found exactly what 
we were looking for in Mitzi Martin—beauty, 
strength and sex appeal.” 

It’s almost the opposite of the Tomb Ratoler 
approach—tidos may never have suspected 


that the Lara character would become so popu- | 


lar, but once she did they wasted little time 
finding her a real-life counterpart. Fox hired 
the model at the outset, but it’s obvious that 
they are hoping for the same sort of result. 
Of course any hard core gamer can smell a 
marketing schtick from a mile away, and they 
generally become suspicious when they do so. 


So the game has some fancy model asa cover 
girl. So what? Does that make the game any bet- 
ter? Probably not, although it’s encouraging to —-—™ 


see so much effort put into creating an interest- 


ing protagonist. Beauty is more than skin deep, 


however, and in the case of No One Lives Forever = 
- it looks as though there may be a lot more to — 


“ogle than ae Archer s kine “tight jumpsuit 


Spy 


_ As Agent Archer, you are an operative of a top- ee 


secret, covert, anti-crime organization called 


= UNITY. Agents are expected to perform all the 
typical super-spy activities—thwarting evil 
~ megalomaniacs, protecting world peace, and 


‘| a Agent Cate Anchely the 5 ounky hero. of Monolith’s groovy 


_ drinking the occasional martini (shaken, not 
- stirred). Well, that’s what most of the Agents do; - 
Cate Archer is something of an exception. She’s 
new, she’s inexperienced, and let’s face it—she’s 
a woman at a time when the sexual revolution 
was just getting off the ground. Women in the 
60s were expected to be good secretaries—they 
weren't expected to be good secret agents. 
Agent Archer is not exactly the “desk job” 
type, however, and when she sees her opportu- 
nity she grabs the brass ring and runs with it. 
When an assassin named Dmitrij Volkov (work- 
ing for a mysterious organization known as 
H.A.R.M.) manages to “liquidate” over half of 
UNITY’s active undercover agents in the space 
of a week, Archer’s superiors have little choice 
but to send her into the field. With mentor 
Bruno Lawrie in tow, Agent Archer sets off for 
Morocco for her first “real” assignment—pro- 
tect a vacationing American ambassador from 
H.A.R.M. assassins. As with any spy thriller, 
there is more going on than first meets the eye. 


Inspector Gadget 

What’s a good pulp spy story without a ce 
freaky gadgets? No One Lives Forever has more 
than just a few, actually—Monolith is promising 
over 30 different weapons and gadgets, most 


v3 


of which are available and functioning in the 
current build of the game. 

At the beginning of each mission you will be 
able to choose a number of items to take with 
you. These will be any internal equipment that 
UNITY has cleared you for, as well as any miscel- 
laneous items you might have picked up in past 
missions. You can pick up additional weapons, 
items, and ammo as you go along, as well. 

Your arsenal includes everything from the 
mundane (real world weapons such as the AK- 
47 assault rifle) to the absurd (a robotic poo- 
dle... don’t ask... you don’t want to know). 
Agent Archer has access to some heavier 
artillery as well—grenade launchers, rockets, 
and even a laser pistol. The spear gun oper- 
ates silently, and offers the added bonus of 
allowing you to pin enemies to the wall. Some 
weapons Can use different types of ammo—full 
metal jacket, dum dum, and phosphorous 
rounds, for instance—and can be outfitted 
with a variety of different mods such as 
scopes, laser sights, and silencers. 

Many of the more elaborate items are dead- 
ly gadgets parading as everyday objects. The 
briefcase rocket launcher is great for any job 
interview-gone-bad. Just be careful about 
keeping your exploding lipstick separate from 
your regular one, and remember that it’s not 
really perfume in that perfume bottle. 

Often it’s a mistake to assume that more is 
better—id’s games (most recently Quake /// 
Arena) have always been poster children for the 
“Keep It Simple, Stupid” design aesthetic, with 
a small assortment of well-balanced weapons. 
Daikatana had more variety, and look at how 
much good it did. Then again, the assortment 
of gadgets in No One Lives Forever is so unique, 
so weird, so... assorted... it’s difficult to fault 
them for going gleefully overboard. Balance is 
not the issue here—you will be hard-pressed to 
sort through your arsenal without a “kid in the 
candy shop” grin. 


Mission Impossible 

The missions are even more varied than the 
equipment, if that is possible. The current 
builds of the game, at press time, are a little 
rough around the edges, but a fair number of 
the game’s 15 single-player missions (there will 
also be 10 multiplayer levels) are in playable 
shape, and just smooth enough to get a good 
feel for what Monolith is shooting for. Even 
unfinished the game plays like a fast-paced 
Bond movie, throwing new obstacles and sticky 
situations in your path at every tun. 

In your first mission (the one in Morocco), 
you'll be stationed on a building across the street 
from the ambassador that you are supposed to 
be guarding. UNITY has outfitted you with a 
sniper rifle and scope, and the object is to gun 
down the terrorists as they appear—kind of like a 
big secret agent shooting gallery. Bruno Lawrie 
acts as your controller, and at the beginning of 
the mission he offers to assist you in spotting the 
assassins. If you accept you will garner a lower 
score for that mission, but Bruno will call out 
assassin locations as they appear (“to your left, 
on the balcony...”). Don't get too comfortable, 
though—the assassins eventually figure out 
where you are and send a hit squad after you. 
In another mission, you are on an airplane 


that has been overrun by H.A.R.M. agents. The 
aircraft is falling apart, and you have to find a 
parachute and get the hell out of there before 
you become an F.A.A. statistic. You'll fight your 
way past a number of H.A.R.M. baddies until you 
get to the cargo bay, where an enemy agent has 
just grabbed the last parachute. You barely have 
time to gun him down before the back of the 
plane bursts open sucking you, the dead agent, 
and his parachute out into the wild blue yonder. 
From there it’s a race to grab the parachute 
still strapped to the plummeting corpse. If only 
it were that easy. H.A.R.M. is still after you, and 
armed agents start jumping out of a circling 
plane above you, guns a-blazing. You will have 
to fend them off with your own weapon—no 
mean feat when you are in freefall at 10,000 
feet with no parachute. That’s why secret agents 
get paid the big bucks. Assuming that you 
manage to survive the onslaught, you will prob- 
ably want to grab that spare parachute off the 
falling corpse (hey—he’s not going to need it). 
The rest of the missions are similarly varied— 
some of them force you to use stealth, others 
brute force. One takes place underwater. The 
game feels like a shooter much in the same way 
that Looking Glass’ Thief games did—you do 
shoot people, but that’s only part of the fun. 


Get Smart 

Monolith seeks to follow in Looking Glass’ foot- 
steps in one other area as well—Al design. Stealth 
is A major element in a number of the missions, 
and enemies will react to a large assortment of 
stimuli including flashlights, footprints in snow, 
the sound of footsteps or weapon fire, and (every 
gamer's favorite) the dead bodies of their fallen 
comrades. Guards that are unaware of your pres- 
ence are easier to take out, and you will 
encounter them in several different states (alert, 
bored, drowsy...). Enemies that spot you might 
open fire... or they might sound an alarm, or run 
off to get help from other guards. 

Monolith promises to deliver group intelli- 
gence as well, similar to the soldier Al in Ha/f- 
Life. If you hide from your foes, they may fan 
out in a coordinated search effort. When they 
attack you en masse they will use coordinated 
tactics (one might take up a defensive position 
and lay covering fire for another, while a third 
lobs grenades from a distance). Guards in the 
current build of the game used a few interest- 
ing canned tricks as well, such as throwing a 
table on its side and taking cover behind it. 

It's not difficult to see the potential in the 
game that Monolith is building—it has an inter- 
esting concept and a heaping helping of style. 
No One Lives Forever should be sneaking its way 
onto store shelves sometime this fall. = 


GENRE Wacky spy shooter 
PUBLISHE R Fox Interactive 
RELEASE DATE fall 2000 


[top to bottom] Groovy, baby. 
Every spy needs a motorcycle. 


Meet Cate Archer, snappy dresser, professional 
spy. 
Here's a hint—that’s not Chanel No. 5... 
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level of success calls for a 
and the creators of the fi 
too happy to oblige. 

They have since left14 Degrees East t 
form an independent studio, Taldren, » 
which will publish its next few games... 
through 14 Degrees East and 
Sound confusing? Perhaps it is, but that is 
the nature of the soap opera that is game 
_development. The bottom line is that... 
"Starfleet Command Volume IlsiEMpires at 
War is in the pipe andshould be ready to 
leave space,dock by the end of the year. 
__,As with all sequels, the first and foremost 
~ thing that you can expect is a heaping 

helping of “more of the same.” In its cur- 
‘rent pre-alpha state, the look and feel of 
the game are quite familiar, and the origi- 
_ nal six races (Federation, Klingon, Romulan, 
yee Hydran, or) all make retum 


. Tald fen appeals to be 
make sure that it 


fe wil os bothing more 


| aldren has a few k 


dium (Isc) are a group of ae 
thou do-gooders bent on saving the 
galaxy from itself, even if the galaxy 


doesn't want to be saved. The Mirak Star . 
League is, for all intents and purposes, the — 


uch-requested Kzinti race. The popular 


~ Star Fleet Battles staple was left out of the _ 
oofitst game for legal reasons (the race was 


“porrowed” from a series of books called 
The Man-Kzin Wars by author Larry 


__ Niven). Taldren came up with a compro- 
_ mise for the sequel—rework the raceto 
protect Niven’s intellectual property while 


keeping many of the practical elements, 


such as weapons ane Police: leanings, 


course ih i a ae and the 
Federation, Klingon Empire, and the 


Saag waste Be ins | into the 
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pirate missions. If you were feeling a little more 
daring you could head to a border zone, where 
missions tend to be more interesting... and 
more deadly. 

The sequel replaces the Dynaverse engine 
with an all-new one that Taldren has dubbed 
the “Metaverse.” The difference between the 
two is, in a word, detail. The galaxy is now bro- 
ken up into a hundreds of hex-based sectors, 
each of which represents a specific parcel of 
galactic real estate with persistent terrain such 
as planets, starbases, and the like. As you move 
from sector to sector you will be given a list of 
missions to choose from, but if an enemy race 
attacks the sector that you are in, you might 
find yourself drawn into a conflict against your 
will. “ The galaxy is a harsh place and doesn’t 
always let the player do whatever they want,” 
designer Joshua Morris explains. 

Location in Starfleet Command was largely a 
tool to help the game decide what kind of mis- 
sion to send you on. Strategic movement is a 
bigger issue in the Metaverse engine. Not every 
sector has a starbase, for instance, so if you 
need repairs you may have to travel to another 
sector to get them... and who knows what 
might happen on the way? If you fail to defend 
a sector against an enemy incursion, you might 
watch it fall into enemy hands. Not every mis- 
sion takes place in the sector that you are cur- 
rently in, either (and getting there can some- 
times be half the fun). 

The goal is to make you feel as though you 
are having a more direct influence on the game 
world. “We have sent lots of energy in mak- 
ing the Metaverse r@ally shine,” says Morris. 
“In addition, we plan to continually improve 
the Metaverse after release so players should 
always have something fresh and exciting to 
deal with.” 
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Another big feature added to the sequel is an 
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From there you can pretty much travel wher- 
ever you want, although Morris advises that it is 
a good idea to stick to your empire’s interior 
sectors (and easier missions, such as convoy 
defenses and pirate raids) until you manage to 
earn some prestige. Once you do have some 
prestige you will be able to bid on a better ship. 

“As players progress they will likely move 
to a border sector near one of the empires 
rivals,” Morris explains. “Things really heat up 
as players fight over territory weakening the 
defenses of a sector until it falls. These battles 
not only affect the player by giving them 
prestige, but also increase the empire’s econo- 
my, increasing the amount of ships built by 
the empire. This is important to players as the 
ships built are put on auction. Players bid 
prestige to jockey for the newest and best 
ships in the empire.” 

Of course the biggest draw in the multiplayer 
Metaverse is other players. You will not be the 
only person defending your empire—you will 
be able to join fleets composed of other players 
in order to pool your resources and better 
achieve your empire’s goals. 

The game interface will allow you to chat, 
hold secret meetings, and recruit other play- 
ers into your fleet. A single campaign may 
take weeks or even months to play itself out, 
and you will be able to log on, catch up on 
Current events, and fly a few missions when- 
ever you want. 

The game will also ship with a number of 
stand-alone multiplayer scenarios and a rather 
unique starship-racing variant in which players 
race each other through a series of checkpoints. 
First player to the finish line wins... if they can 
make it there in one piece. 
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The tactical battles will be a lot like those in the 
original; Taldren has cooked up a few tweaks 
and modifications, albeit nothing as radical as 
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online version of the single-player campaign. 
Taldren plans to host multiple campaigns on 

different servers at any given time, each with and weapons, of course—the Mirak Star League 
specific game rules and races available. The focus heavily on missiles and fighters, while the 
dirty work is all done in-game; all you need to ISC comes packing the new plasmatic pulsar 

do is select Metaverse under multiplayer device, an extremely powerful long-range ) 
options, and the game will connect you to weapon. The game will also carry over game The ISC are a 
Won.net and walk you through creating a balance modifications to shield and weapon Federation; the dominan 
free account (assuming that you don’t have strengths that were introduced in a patch for nowever 


one already). the original game. 
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the changes made to the campaign engine. The 
two new races will come with their own ships 
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Once you are logged on and have selected a In the year or so that it has been on store 


game, you will be asked to create a character shelves, Starfleet Command has accrued some- GENRE tactical space sim 
and choose a starting planet. You will start out thing of a cult following among fans of both 
as a low ranked officer with a small ship; higher Star Trek and Star Fleet Battles. This winter we'll PUBLISHER interplay 


rank and a better ride will come as you earn 
more prestige. 


find out whether they can capture those fans’ 


RELEASE DATE winter 2000 
imaginations again. m 
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THE DEVELOPERS OF MOST 


racing simulations usually 
choose take an easier road to 
success, simulating forms of 
auto racing instantly recogniz- 
able because of its high profile 
status or high technology 
appeal. Other racing simula- 
tions choose to plumb the 
smaller corners of motorsport 


while reaching a similarly 
large niche of dedicated fans. 
Last year our “Racing Game of 
the Year” Dirt Track Racing 


was a big hit with a new 
angle—racing stock cars on 
dirt. Terminal Reality’s 4x4 
Evolution and Ratbag’s follow- 
up, Dirt Track Racing: Sprint 
Cars, hope to duplicate that 
success while continuing to let 
you put rubber to dirt. 
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Kick up some dirt with 4x4 Evolution 


and Dirt Track Racing: Sprint Cars 


by David J. Long 


Save some gas money 
Developer Terminal Reality has some experience 
with off-road racing. The creators of 4x4 
Evolution also created the Monster Truck 
Madness games for Microsoft. But why choose 
sport utility vehicles for its latest racing game? 
“SUV's are currently the hottest selling vehicles 
on the market,” explains John O'Keefe, Producer 
of 4x4 Evolution. “A lot of people buy these 
vehicles and deck them out with bush guards, 
big tires, and fog lights but never get a chance 
to take them off-roading. We wanted to give 
people an opportunity to take their favorite SUV 
off-road and do some wild stuff.” 

The game, which will offer 16 tracks and 
more than 50 vehicles, will be released simulta- 
neously on the PC, 
Dreamcast, and 
Macintosh plat- 
forms. Rather than 
use the console 
convention of 
opening up new 
tracks through suc- 
cessful play, 
O'Keefe assured us 
that all 16 would be 
available from the 
start in quick 


races. The vehicles are a different matter—you ll 
have to earn trucks and their upgrades. You 
can choose stock trucks from manufacturers like 
Toyota, Nissan, and Lexus for your initial foray 
into a career. Winnings allow you to buy 
upgrades such as new suspension and special 
tires. You'll need these upgrades since races 
take place in fog, rain, and even snowy condi- 
tions. Races run at night add even more chal- 
lenge, where visibility is limited to what your 
headlights illuminate. Put snow and night con- 
ditions together and you have a recipe for 
extremely difficult off-road driving. 

The courses are checkpoint-based, but you 
don’t have to follow a set path. Shortcuts are 
everywhere and sometimes you can just make 
your own road. You will encounter a variety of 
hazards on each course including bulldozers, 
traffic, rivers, debris, and the always-present 
rolling terrain. It’s never a smooth ride and get- 
ting big air is common. The tracks are expan- 
sive beyond the confines of the marked path, 
allowing you to ride off into the wilderness 
instead of turning quick times. 


New frontiers 

There have been other games that have 
attempted to recreate off-road driving, but 
none had quite the visual appeal that already 


exists in this early version of 4x4 Evolution. 
Currently, framerates are fluid and allow for 
good vehicle control. The game is optimized to 
offload as much from the CPU as possible, and 
O'Keefe pointed out a 50 precent speedup 
when using OpenGL for rendering on GeForce2- 
based cards (he cautions that results may vary 
on different configurations). This makes the 
game one of the first to really showcase the 
value of a video card that supports hardware 
transformation. And while high-end perfor- 
mance looks impressive, the current minimum 
system is actually quite low (Terminal Reality is 
aiming for a Pentium 166 with 32 MB of RAM 
and a 3D card). 

In addition to the state-of-the-art graph- 
ics engine, this title should be the first to 
offer multiplayer connectivity among PC, 
Mac, and Dreamcast gamers using GameSpy 
technology. You'll be able to play against 
friends via the Internet from any platform. 
O'Keefe let us know that the game will be 
identical on all platforms with the exception 
of the Dreamcast (which will be locked into a 
lower, fixed resolution display). Finally, the 
PC version will include a track editor, a fea- 
ture that should deliver even greater diversi- 
ty in track selection once hungry creators get 
their hands on 4x4 Evolution. 


Exotic speed 

You may have heard the names Jeff Gordon or 
Tony Stewart. If not, then you are certainly 
familiar with Andretti and Unser, right? All of 
them share some common ground—they have 
driven sprint cars at one time in their career. 
This type of racing is one of the most 
demanding motor sports in the United States. 
The cars travel at speeds approaching 170 


a 
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miles per hour on half-mile dirt ovals. Drivers 
often race closer together than they might in a 
typical NASCAR shootout, while exposing 
themselves to more danger due to the fragile 
nature of the racecar. Most people’s first 
experience at a sprint car event can be 
described in one word: frightening. 

With last year’s Dirt Track Racing, Ratbag 
Games used the technology that powered 
futuristic racing game Powerslide to simulate 
late model stock cars sliding around short dirt 
ovals. Now they have taken that same graphics 
and physics code and applied it to sprint cars. 
The car models are detailed, complex, and 
accurately represent their real-life counter- 
parts. In this early version of the game, they 
also get around the tracks believably at speed. 
One distinguishing feature of a sprint car is 
the massive top wing. It provides heavy 
downforce to the car, allowing it to reach high 
speeds while keeping the driver in complete 
control. Newbie racers might appreciate this 
feature, as it allows you to come to grips with 
car control much faster than you would have 
in the original game. 

Some things have changed from the game’s 
predecessor, including the addition of some 
real speedways from around the country. Eldora 
and Terre Haute were included in our demon- 
stration, and had seemingly correct dimensions 
compared to their real-world counterparts. 
Williams Grove, Knoxville, and Hagerstown will 
also be included. Twenty tracks are expected to 
ship in the final game. There are 50 different 
“skins” for the cars and four different models of 
sprint car. Car tuning presents new challenges 
based on a sprint car’s unique design. Wing 
settings, tire compounds, and stagger are 
important, and the wing can even be moved 
slightly during races if you missed the setup at 
the start. Fans of the original game complained 
mightily about a lack of replays—a shortcoming 
that Sprint Cars should remedy. It is the nature 
of these cars to roll over at light contact, so 
expect some spectacular crashes to play back 
for friends. 


The best parts retum 


All the things that made Dirt Track Racing a 
huge hit are back in Sprint Cars. The Career 


Mode allows you to buy a tuned-down 410 


sprinter and work your way through ten sepa- 
rate series to the top. The ease of moving from 
simulation to arcade is back, and arcade play 
should be every bit as fun for newbies as simu- 
lation is for the hardcore. The Al is adjustable 
and in this early version it’s quite competent, 
making inside and outside moves on an unsus- 
pecting human player. Sim fans may be a bit 
disappointed to learn that yellow flags, while 
better implemented, still are not quite realistic. 
In addition, the red flag is not thrown after 
flips. Instead, it will cost you a pretty penny to 
replace a shattered wing. According to Ratbag 
this was done to keep gameplay moving. 

Graphics seem to be as good as they were in 
the original game, with dynamic lighting on the 
nighttime tracks adding some spice. The game 
supports Direct3D, Glide, and even software 
rendering for those who haven’t jumped into 
the 3D card race. Framerates in the original 
were fluid and Sprint Cars displays a similar 
level of performance. Once again, the track vis- 
ibly changes from event to event with it staying 
wet and “tacky” or drying out and becoming 
slick. It will be up to sim racers to figure out the 
mechanical combinations to tame each track 
with varying conditions. That should lead to 
excellent competition in multiplayer, supported 
through GameSpy over the Internet. Best of all, 
the game will retail for a budget price... just 
like the original Dirt Track Racing. 


Get dirty 

Both titles seem to be aiming for an audience 
of casual gamers and race fans. In the case of 
4x4 Evolution, SUV fans (or owners) will have 
a cheaper means of trashing their ride. If you 
like to visit your local racetracks where 
heroes are made every Friday night, however, 
Dirt Track Racing: Sprint Cars may find a 
home on your hard drive. Just make sure that 
you are not afraid to get a little dirty... ina 
virtual sense, of course. Both games are slat- 
ed to ship this fall. m= 


: okey [4x4 Evolution] 
GENRE Light Truck Racing 


DEVELOPER Gathering of Developers 
RELEASE DATE Fall2000 


_ OOD 
GENRE Sprint Car Racing 


DEVELOPER Wizard works 
RELEASE DATE fall 2000 


[Dirt Track Racing: Sprint Cars] 
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Fallout designer Tim Cain has moved on in the world—from the environs of 
Interplay to the halls of Sierra—to bring the world a Steampunk fantasy role-play- 
ing game. Arcanum: Of Steamworks and Magick Obscura blends the usual fantasy 
medieval world with a technological twist. Tom Chick was able to corner Cain dur- 
ing a Magic Castle press event this spring, and asked him not as much about the 
game itself but about Cain’s views about his own personal tastes, his evolution as 


a designer and the industry at large. We bring you the text of the interview here. 
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Can you describe the transition from being an 
in-house developer at Interplay to an indepen- 
dent developer with a contract with Sierra? 
After finishing Fa//out and starting Fallout 2, | 
just left Interplay. They make games very differ- 
ently than the way | would. Leonard [Boyarsky] 
and Jason [Anderson] also left. We spent several 
months just designing the game we would be 
interested in making. We had talked to 
Sierra a little bit a month or two 
after we quit. And then they came 
back to us a few months later 
with a great offer. 


Would you just hang out 
at each other’s houses? 
That's what we'd do. Or we'd get together at 
a restaurant and we'd sit there for a few 
hours and talk about stuff. After about two 
months of doing that, we had developed 
quite a big design document and we started 
dividing up the work. I'd work on what | 
wanted the objects in the game to be like. 
Leonard would work on storyline and prelimi- 
nary sketches of major characters. Jason 
worked out in detail how magic and technol- 
ogy would interact. He came up with most of 
the formulas for that. 


What was that like having to leave Fallout 2 
after you’d already started it? 

It’s hard to describe it. After doing Fa//out, | was 
ready to move on to something else. | had no 
intention of doing Fa//out 2. There had already 
been another team set up on it. | don’t know if 
they didn’t like the direction it was going or 
whatever, but later they offered me Fa//out 2. So 
| did the storyline and | thought things would 
be better. | thought | had proved that | knew 
what | was doing. But it wasn’t better. It was 
pretty much the same. So | said, ‘You know 
what, you guys can take it from here.’ 


How different has it been as an independent 
developer working for Sierra? 
Sierra hasn't ever come to us and said “You need 
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to change the design to include this, that, and the 
other thing.’ They haven't said, ‘This has to be on 
your box cover.’ They let us make a game rather 
than tell us, ‘Here are the elements that have to be 
in your game.’ Arcanum is entirely what we want- 
ed to make. Nobody has ever said we have to put 
a particular feature in. 


Have you played any recent computer RPGs? 
What did you think of them? 

| like Planescape: Torment. | like Ba/dur’s 
Gate. | like EverQuest, although I’m hard 
pressed to call it a role playing game. It’s 
basically an action game with character class- 
es. You start the game, you get your group, 
you kill monsters, you take their stuff. There’s 
really no role-playing, there's no storyline. 
You don’t even really do the quests. I’ve been 
playing the game for about a year and I've 
done maybe a half dozen quests. Half the 
stuff | own I’ve bought from other people 
because they did a quest and got a cool 
thing. Then they did another quest and got 
something cooler and | bought their old 
thing. EverQuest is designed to reward the 
power leveler gamer. 


Would you say the same about Diablo? 

| played a ton of Moria and Angband on Unix 
systems. That is what Diablo is. They just put a 
graphical front end on a game | loved for years, 
so | love Diablo, too. You run around dungeons, 
you kill things, you take their stuff. They never 
called themselves a role playing game. 


Have you played many console RPGs? 

I've played them. | started playing Fina/ Fantasy 
Vil, but | didn’t finish. They're too linear for me. 
It’s just not my style. | felt like | was constantly 
being funneled into playing the game a certain 
way. | felt like the game | was playing was the 
exact same experience as everyone else. You 
talk to two people who played Final Fantasy VII 
and they pretty much had the same experience. 
| like games that are more reactive to how you 
play them. 


...get set...go! Found Troika before it’s too late. 


What do you think of paper-and-pencil 
RPGs these days? 

| think the paper-and-pencil industry is ahead 
of the computer game industry by at least five 
or ten years. They've already explored some of 
the cool new ideas that are just starting to get 
touched on in the computer game industry. The 
computer game industry is mired in class-based 
systems, which the paper-and-pencil industry 
got rid of years ago. Also, there are so many 
more genres available for paper-and-pencil: 
wild west and psionics and far future. All the 
computer role playing games are 14°"' century 
medieval fantasy. 


Do you think there’s enough of a demand in 
the computer RPG market for new genres 
that they would sell? 
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| think they would now. Fa//out sold very well. 
Over the last few years, computer role playing 
gamers have matured and now they under- 
stand what the genre is and some of them are 
going around saying, ‘Hey, give us some more 
variety in the settings and the storyline.’ 


Is Arcanum’s world with its blend of magic 
and technology an established genre? 

| don't think so, but | can think of a lot of 
books that have explored that. There are two 
that are probably the most influential to me. 
There's a book by Roger Zelazny called Lord 
of Light. It starts like a fantasy book. You 
think you're reading about demons and gods 
and magic, but it’s really a science fiction 
book and you're really reading about tech- 
nology. There's another book by Fred 


RE vive. 


It has been many moons since Fallout. 


Saberhagen called Empire of the East, which 
explores technology and magic and how they 
might coexist. 


Do you read much fantasy and sci-fi? 

Oh, yeah, | read a lot. | just finished a huge tril- 
ogy by a guy named Peter Hamilton. It’s called 
The Reality Dysfunction. That was awesome. |’m 
finally getting into Steven Brust. I’m reading 
/hereg. |'m hard pressed to describe it. | think 
it's fantasy and magic and witchcraft and sor- 
cery, but it doesn’t seem like the typical fantasy 
novel to me, which is why I’m reading it. 


Will you always develop RPGs? Do you per- 
haps have a strategy game in the back of 
your head somewhere or do you look at your- 
self as someone who will work in one genre? 
| would like to make other game genres. Right 
now | suppose RPGs seem to be what people want 
me to make and | like making them. Eventually, | 
would like to try a strategy game or maybe even 
a shooter. I’ve had some ideas for some really 
interesting twists for a shooter or a massively 
multiplayer online RPG. But | don’t consider them 
RPGs; | think of them as separate genres. 


What is the biggest problem in the industry 
right now? 

Hardware standardization. I’m tired of making 
a game and having it not work for someone 
who has some screwy video card or some mouse 
driver that doesn’t support some standard. It 
wastes a lot of people’s time because there's no 
standardized hardware. That’s my biggest 
complaint about developing for the PC. 


Are you happy with how DirectX 

addressed this? 

Yes and no. |’m glad they’re doing it. But 
DirectX is full of features that they’ve claimed 
are going to be supported since DirectX 3 and 
now we re up to 7 and they still don’t exist. 
That makes me mad. For instance, when | 
started designing Arcanum, | took into 
account that DirectX 3 would support alpha 
blending. And they still don’t support it. It’s 
very frustrating. = 


“I started playing Final Fantasy VII, but | didn’t finish. They’re too linear for me. | felt 
like | was constantly being funneled into playing the game a certain way..| felt like the 
game | was playing was the exact same experience as everyone else. You talk to two 
people who played Final Fantasy VII and they pretty much had the same experience. 


| like games that are more reactive to how you play them.” 


— Tim Cain 
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3 ‘There’ S ee quite like. issuing Sider to 


eager little peasants and watching them rush to 
fulfill your every command. ‘There's nothing | like 
squandering 1 resources to build Eversmpgre= 


; : impressive monuments. to your own glory. 


‘There's nothing like sending armies, or Feros, - - 


or even an ill-armed rabble to their doom, al 


for the sake of amusement. if strategy games — oe 


hada_ “make this unit dance the limbo” key, 

_ some of us would be pressing it all the time. _ 
lf the ancient Greeks were to be believed, this 

was the life of an Olympian god or goddess— 


petty, spiteful, lusty, and bored, playing childish 


little games with mortal lives to relieve the 
monotony of immortality. Let’s see—Monday, 
bless the flax fields. Tuesday, sink every boat in 
the fishing fleet except for one, and curse the 
remaining captain with visions. Wednesday, 
incite your loyal worshippers into a war against 
your brother's loyal worshippers, just because 


Blessings, spells, and summonings cost ambrosia. Once a god’ 


empty, he must return to Olympus. 


he’s your brother, and plain old hitting him in the 
arm hasn't been fun for centuries. None of this 
“benevolent and beneficent deity” nonsense... 
the ancient gods were just like us, only more so. 

So what could be more natural than a strate- 
gy game that allows you to play a Greek god? 
Developer Frog City, the unfortunately named 
creators of Imperialism for SSI, let’s you do 
exactly that in their upcoming Pantheon. And 
not only will alternately bullying and cajoling a 
horde of little peasants into slavishly worship- 
ping you be half the fun of the game, it will in 
fact be the entire point. 


A bull, a swan, a shower of gold 
As Pan and the Minotaur could say with author- 
ity, another thing the Greek legends were big — 
on was hybrids. So it is with Pantheon; though 
the heart of the game is civilization building 
and maintenance a /a Age of Empires or Caesar 
il, the implementation seems a Zeus-worthy 
crossbreed of various other titles and systems. 
Let's start with the basics. Pantheon is a real- 
_time romp through Greek mythology and the 
Trojan War, played in a colorful, isometrically — 
viewed world. Twelve gods vie for human wor- 
shippers and Olympian superiority, and it’s up 


_to you to bring one to prominence. Now here’s _ 


Fun Fact #1 about this game, and a minor rea- 
son to praise the designers at Frog City—they’ve 


Humans, heroes, and Hera 


_ Pantheon, the priest is more than just a dedicat- 


‘actually given ‘the ode. an excellent r reason to 
spat. Pantheon’ S deities, it seems, have an insa- _ 
| tiable appetite for ambrosia, the legendary 


“food of the gods. ” Not only does it sustain. 
“them, but it gives them their ability to cast 
spells, summon beasts, and do all the other 


godly miracles and blessings which their peers: 


have come toexpect. 

- Trouble is, the sole source ofa sor bisia is 
“huwan worship. And (though you couldn’ t tell, 
nowadays) there are really onlysomany __ 

_ humans to go around. So each god jealously 


- protects his or her believers, helping to encour- ’ 


_ age their development and happiness so that - 
_ they produce more ambrosia for the god to. 
_ enjoy. As each god has a different sphere of 


control, interests, and elemental alignment, 


they will attempt to influence their civilization 
towards those needs, and away from their 


rivals’ (Artemis, for example, is worshipped by 


$ jar is In Heroes of Might and 


* 
more primitive cultures who rely on hunting 
and foraging, while Athena’s believers come 
from intellectual, artistic societies). 
Influence? Oh, yes. These gods are true to the 
Greek ideal—not true puppet-masters with direct 
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begins, the priest should be sent to explore sur- 


rounding terrain and find useful resource spots 


| on which to build the necessary amenities of 
civilization. Once he locates a suitable spot 
| (berry bushes for foraging, as an example, or 
plentiful game for hunting), he can be told to 
build a camp there. When he finishes, your little 
| mortal worshippers will rush in to Staff the site, 
and likely give thanks for your wisdom and 
_generosity by becoming more populous and 
_ providing more ambrosia. The more worshippers 
you have, the more experience you'll gain, and 


(eventually) the more temples you'll be able to 


| build. Which in tum allows you more priests. 


_ The hero, if anything, is even more important 


_ than the priest. Although he cannot help in the 


building process, the hero is the only character 
who can attempt quests, and will therefore be 
your primary source of cultural advancements. 


For a resource-management game, Pantheon's a 
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Magic style, hero characters and « 
can be outfitted with helpful equipment. 


control over their subjects, but devious little rat- 


bags who bribe their own people with favors and 
try to steal other gods’ worshippers at every tum. 
In short, you will have no direct control over your 
peasants. What you will have (thank goodness) is 
at least one priest and atleast onehero. 

This is where, for comparison’s sake, you 
should remember the early mention of Age of 
Empires, then add the hands-off approach of 
Majesty and the near-role-playing hero aspect 
of Heroes of Might and Magic. (If you haven’t 
played any of those, rest assured that they are 
very dissimilar games, and that this description 
adds up to the gaming equivalent of a cross 
between a raven, a pear and twelve cents in 
loose change.) Somehow, though, it seems to 
work well together. 


The priest is your first link between Olympus and 
the world of mortals. For each temple you pos- 
sess, you'll have one priest in your retinue. In 


ed and vocal preacher (papyravangelist?), he’s 
also your only architect. As each scenario 


bit low on the actual management—the standard 
real-time strategy “tech tree” will be conspicu- 
ously absent. Instead, each scenario will include 
a number of short quests, offered by leaned 

_ sages with tantalizing info to dangle as hero 

_ bait. Defeat a delinquent centaur, for example, 
and one sage might reward you with the secrets 
of woodworking. When your hero completes this 
quest and retums to your marketplace to spread 
the word, your worshippers will have access to 
this new skill and, as a result, to more resource 
and building types. 

Of course, sometimes it may be better not to 
spread a new skill around—if a culture becomes 
too advanced in metalworking, for example, its 
citizens might drift away from worshipping 
Artemis to believing in Hephaestus. Or maybe not, 
so long as you pander to your mortals with 
enough blessings to keep your generosity fresh in 
their tiny little minds, but the fact still remains 
that an agrarian culture won't be terribly interest- 
ed in worshipping, say, Apollo, the patron god of 
arts and music. Which brings us, finally, to gods. 


Olympic legends 
As a god, you'll have the ability to personally 
manifest in the mortal world. This has two bene- 


fits. First, passing mortals will bow and scrape at 


your gargantuan feet (a manifested god is larg- 
er than most mortal buildings, and commands 
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This seems to be the year of the Greeks in strategy gaming. 
From Interplays Invictus to Sierras Zeus: Master of Olympus, 
the heavens are becoming a bit overcrowded. 
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Every god wants a temple, but their tastes in design differ greatly. 
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Color Calibration Matters 


re your games too dark? Would you even know it if they are? Believe it or 


not, many of us (I would go so far as to say “most”) aren’t seeing what 
game developers intend for us to see. We've got video cards capable of 


©, displaying millions of colors with multiple blended textures and tens of 


thousands of polygons per frame along with spiffy eye-candy effects like bump- 


mapping, but we’re often looking at the wrong colors. Variances in monitors, 


lighting, video card output levels, and even 
drivers can cause subtle (and not-so-subtle) 
differences in color that have a surprising 
impact on overall image quality. 

You might gaze at your monitor and think it 
looks just fine. Maybe it does. I’m willing to bet 
that with a bit of tweaking, you can get it to 
look so good you'll wonder how you could have 
had it messed up for so long. There are two 
ways to go about tweaking your monitor and 
video card to produce more accurate colors— 
you can just play with the color settings and 
“eyeball it,” trying to guess what looks right, or 
you can use a special monitor calibration pro- 
gram. The first thing you'll want to do when 
just eyeballing it is to go adjust your gamma 
setting. Gamma settings for various video cards 
differ, but you can almost always find them 
somewhere in your display properties (right- 
click your desktop, choose “properties,” click 
the “settings” tab, then click “advanced”). 

Somewhere in the labyrinth of video prop- 
erties tabs, you'll surely find something to 
adjust the brightness, contrast, and gamma 
of your display. Brightness and contrast are 
self-explanatory, but gamma is a little more 
difficult to define. Basically, the relationship 
between the voltages sent to a monitor and 
the color value displayed is not linear—it is 
exponential. So colors with low values that 
get multiplied by this exponent can end up 
with a lower color value than intended. 
Adjusting the gamma value basically adjusts 
this exponent to counteract this effect. In less 
technical terms, it makes the dark colors 


brighter or bright colors darker, hopefully 
resulting in a nice even progression of color 
intensity, the way it should be. If your 
gamma is set it 1.0, it’s probably too low. 
Ever since the days when the original Voodoo 
Graphics card was the only kid on the block, 
3dfx has had a default gamma setting of 1.3 
(this is still true on VoodooS cards today, in 
fact). Most games are actually optimized to 
look correct with that setting. Bumping up 
your gamma a couple notches won't make 
black parts “washed out” like increasing your 
brightness will, or turn all your dark colors 
black like increasing your contrast will. It will 
probably make your desktop brighter, which 
may seem odd at first, but once you start to 
notice subtle color differences you couldn't 
see before (especially among dark colors), 
you'll realize that this brighter setting is more 
“correct.” The idea is to tweak your gamma 
value until the darkest parts of games still 
have some color in them—if there’s a dark 
shadow covering a spot of grass, you should 
still be able to see the grass, however dark, in 
the shadowed area. 

After tweaking gamma values, it’s time to 
adjust your monitor’s brightness, contrast, and 
color controls. On almost all monitors, you 
should turn up the contrast all the way. Then 
turn up your brightness until pitch-black areas 
just start to look a little washed-out, then back 
it off a notch so it’s just barely pitch-black 
again. Color is a bit harder to adjust. Most 
monitors default to a color “temperature” of 
9300 degrees. Color temperature is the ratios of 


______ by Jason Cross 


red, blue, and green for your display. The 
problem is that the light in your room can 
throw this off. A typical incandescent desk 
lamp will make your monitor look slightly red- 
der, while overhead fluorescent bulbs enhance 
the blue from your screen. Open up a window 
or document that’s pure white and tweak the 
color values so that it has no red, blue, or green 
tinge to it. Then look at several shades of gray 
for the same slight color hues. 

Of course, the thoroughly unscientific 
method of “eyeballing it” can only do so much 
for properly adjusting your video card and 
monitor's settings. To really do the job right, 
you'll want to use real color calibration soft- 
ware. Most of these programs use physical 
props you hold up to your monitor to compare 
colors and get an accurate match. They also 
employ special test patterns that give specific 
visual clues to let you know when your monitor 
is out of whack. 3Deep is a nice color calibra- 
tion package from E-Color Inc. 
(www.ecolor.com) that has been bundled with 
quite a few 3D cards lately. DisplayMate 
(www.displaymate.com) has also received 
critical acclaim for its monitor and printer cal- 
ibration software. There are quite a few profes- 
sional packages out there, many of which are 
designed for desktop publishing professionals 
who wish to match their monitor’s output with 
their printer’s, but you probably don’t need to 
spend much on monitor calibration just for 
games. Either of the above programs will work 
well and won't break the bank. 

It would be nice if developers would include 
some sort of color calibration option in their 
games, or better yet, if Microsoft would make it 
part of DirectX and add a color calibration con- 
trol panel to Windows. But for the time being, 
give a little monitor and video card color cali- 
bration a try. It could be the most productive 
half hour you've ever spent in front of your 
computer. You may be shocked at how good 
your games look, and at how much more enjoy- 
ment you get out of them with all the subtle 
details you missed before. # 


Q: I'm buying a new computer shortly and 
was wondering if getting a 4X AGP mother- 
board is worth the expense. How likely is it 
that future games will take advantage of 4X? 


Bill R. 


A; Really, video cards running in AGP 4X mode 
these days show a negligible improvement in 
speed over AGP 2X. Spending more money ona 
faster video card will do a lot more than spending 
more money on AGP 4x, if that’s a choice you’re 
faced with. However, most new motherboards 
support AGP 4X now, and there’s simply not the 
option of getting an AGP 2X version to save a little 
money. Most of the AGP 4X motherboards are 
more expensive not because of the AGP speed, 
but because they’re newer motherboards based 
on newer chipsets that offer other features above 
and beyond most AGP 2X motherboards. 


Q: What should be the major concern of looking 
at a hard drive for speed? Since almost all new 
hard drives, no matter what RPM, have a 66.6 
MB/s burst mode transfer rate, where does the 
difference between 5,400 RPM, 7,200 RPM or 
10k+ RPM come in? Is it worth it to the average 
gamer to have the lowest seek time? 

Cronos 


A: When buying a new hard drive these days, 
you generally want to look at only a handful of 
features. First, you'll want a drive with a 2MB 
cache. Some less expensive drives have 256KB 
or 512KB of cache, and having more will defi- 
nitely speed up drive access. The 66.6MB/s 
burst data transfer rate just represents the fact 
that an ATA-66 drive can transfer data from the 
drive's cache over the IDE channel at that 
speed, so that’s going to be the same with 
every ATA-66 drive. Rotational speed (RPMs) 
plays a factor in both data transfer speed and 
seek time. The faster you turn the platters in a 
hard drive, the more data you move under the 
magnetic heads that read and write that data. 
However, that doesn’t mean that a 7,200 RPM 
drive is always going to be faster than a 5,400 
RPM drive. If the 5,400 RPM drive holds more 
data on each platter, then it can still pass as 
much or more data under the read/write head, 
while spinning slower. 

For games, seek time isn’t all that important. 
Most games read large files or large blocks of 
files that are typically stored sequentially on 
the hard drive, and therefore a difference of 
only a couple milliseconds in finding that data 
really doesn't translate into much of a change. 
What is more important is how many 
megabytes per second the drive can read and 
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deliver to RAM. When looking at the specifica- 
tions of a hard drive, this number is usually 
listed as some sort of best-case, internal data 
transfer number which doesn’t have a lot of 
basis in reality. You're better off reading 
reviews of drives to find out which ones support 
the best actual measured “real world” drive 
throughput. So to sum it up: 2MB cache is 
good, fast real-world data throughput is good, 
seek time is less important. 


Q: I'm looking into getting a CD-R or CD-RW 
drive, but I’m not sure which interface, IDE or 
SCSI, would be best. Is there a significant dif- 
ference between the two? 

Miguel U. 


A: For most users, it simply boils down to price. 
SCSI drives are more expensive than their IDE 
counterparts, and require a SCSI controller as 
well (that’s more money if you don’t already 
have one). There is really no speed difference 
between an IDE CD-RW and a SCSI one these 
days. Some of the SCSI drive software is a little 
better, allowing for bit-to-bit copying, but 99% 
of the computer users out there will find all the 
features and functions of IDE drives equivalent to 
their SCSI counterparts, at a fraction of the price. 


Q: How the heck can | change it so that when | 
start Windows Explorer it goes to either my root 
drive (C:\) or to My Computer? It always goes to 
some sub-directory in the Windows directory. 
Buddy K. 


A: If you right-click the shortcut to Windows 
Explorer and select “properties,” you'll see a 
box on the property sheet market “Target:” In it 
will be the command line for Windows Explorer, 
which looks something like 
“C:\WINDOWS\EXPLORER.EXE /n,/e,C:\” 

It's very easy to change where Windows 
Explorer opens to...just change that last “C:\” 
to the location you'd like Explorer to start at. 


Q: What’s a “flip-chip”? 
John P. 


A: To put it simply, “flip-chip” is just a new 
way of packaging a chip. A computer chip is 
incredibly delicate and is bonded to the case 
that surrounds it (which has all the “pins” and 
stuff) by one of several methods. The flip-chip 
method of bonding a chip to its packaging is 
simply a little different than the old way in 
which chips were bonded to their packaging. 
From an end-user point of view, there’s no real 
noticeable difference. m 


Microsoft’s second-generation 
intelliEye — Microsoft recently revealed 
the second generation of the /ntelliEye 
optical mouse technology. The company 
claims that the latest incarnation of their 
optical technology is 33% faster than the 
current version and will be integrated into 
Microsoft’s family of optical products later 
this year. IntelliEye technology allows for a 
mouse that doesn’t require traditional ball 
technology and eliminates the need for 
using a mouse pad surface. The eye mecha- 
nism uses infrared light to send digital 
feedback to the unit over any flat surface. 
Microsoft will roll out several Mice and 
trackballs featuring the /ntelliEye technolo- 
gy later this year. The new peripherals will 
retail from $35 to $75. 


3dfx and Gigapixel merger 

moves ahead — U.S. antitrust authorities 
have granted early termination of the wait- 
ing period relating to the merger of 3dfx 
and GigaPixel Corporation. 3dfx announced 
its intent to acquire GigaPixel this spring. 
Board members of both companies met just 
after the waiting period was waived and 
approved the merger. 


Intel names Pentium 4 — Intel revealed 
that its next generation of processors 
would be named simply “Pentium 4.” The 
processor line was formerly code-named 
Willamette. Pentium 4 processors are 
expected to ship in the fourth quarter at 
speeds up to 1.4 GHz, with a move to 1.5 
GHz expected early in 2001. Pricing infor- 
mation is not yet available, though the 
chips will be initially targeted at perfor- 
mance desktop systems in the $2500-3000 
range. The Pentium 4 will be the first new 
generation of desktop processors from 
Intel since the Pentium Pro, whose under- 
lying architecture was used in the Pentium 
Il and Pentium Ill processors. The company 
says they chose to continue to use the 
Pentium name because it is familiar to 
consumers worldwide. 


Intel tests show PC133 beats 

Rambus — Intel recently published bench- 
marks for Pentium III systems on their web- 
site that show systems using less expensive 
PC133 RAM on an Intel 815E motherboard 
outperforming Rambus memory on an Intel 
820 motherboard in a variety of tests. The 
results are particularly interesting because 
the company has long maintained that 
Rambus RAM offers clear performance ben- 
efits. Though Intel has not issued an official 
response to this apparent contradiction, 
they have been quoted stating that current 
benchmarks don’t perform the kinds of 
operations that show the real benefits of 
Rambus RAM, and that the upcoming 
Pentium 4 chip will show a more clear ben- 
efit from the memory than current proces- 
sors. The benchmarks are available at 
www. intel.com/procs/perf/Pentiumlll/. = 
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The 64MB and 32MB Radeon cards should be in a store near you by the time 


you read this. 


Radeon Love 


ATI makes a clean break from its past with 


its newest 3D accelerator 


despite selling the most cards, they’ve never quite managed to earn the respect 


of the gamers. 


It’s not for lack of trying—the Rage 128 chip 
produced a year ago was supposed to be an 
industry-leading performer, but it was released 
too late and faced newer products from NVIDIA 
and 3dfx. The dual-chip Rage Fury MAXX was a 
good attempt to play catch-up, but by the 
time it was available the GeForce had surpassed 
it in speed and features. Now it finally appears 
that ATI has got it right. The Radeon marks 
more than a departure from the age-old 
“Rage” naming convention, it’s probably the 
first time ATI shipped a product that leads the 
pack in both features and speed. 


A card with Charisma 

If a card released these days is to be future- 
proof, it has to have advanced hardware geom- 
etry functions. The Radeon’s geometry features 
have been dubbed by ATI “The Charisma 
Engine” because it’s all about enabling more 
detailed characters with better animation. To 
Start with, there’s the Transformation, Clipping 
and Lighting engine. The original specs for the 
Radeon promised triangle-processing power of 
around 30 million triangles per second. They 
were counting on being able to run the chip at 
200MHz, though. Unfortunately, the cards are 
going to run at 183MHz due to limited avail- 
ability and high price of 20O0MHz DDR RAM, so 


TI has been the world leader in PC graphics sales for some time. The Rage 
Pro line has been a favorite of OEMs making cheap machines, Rage 
Mobility chips are almost ubiquitous in notebooks, and the All-in- 


Wonder series has always pleased home video enthusiasts. However, 


that number is probably a bit high. Figure 
around 27 million triangles per second for 
actual shipping Radeon cards. ATI claims that 
their TEL engine is optimized for situations 
where there are many lights in a scene, and 
that the Radeon’s performance doesn't degrade 
as much as the competition in these circum- 
stances. It’s hard to tell for sure until more titles 
ship that make good use of hardware T&L, but 
it appears from the tests we have now that the 
Radeon’s TEL engine is every bit as good, if not 
better, than that of the GeForcez2. 

Geometry functions don’t have to only 
mean just transformation, lighting, and clip- 
ping. DirectX 8 will enable video cards to 
accelerate some character skinning and ani- 
mation techniques, and the Radeon supports 
a few of these features. For developers doing 
skeletal animation, the Radeon’s vertex skin- 
ning method allows for the blending of up to 
four matrices—a first for consumer video 
cards. If that sounds Greek to you, it simply 
means that it can more accurately wrap a 
character model around a set of “bones” 
used to animate it. Current 3D accelerators 
that do this form of skinning can only blend 
two matrices together, which can potentially 
cause visual abnormalities or inaccuracies. 
Some developers don’t use skeletal anima- 


It’s pretty small for a 64MB card with video in and out. 
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tion, but rather keyframe animation, where 
snapshots of individual frames of animation 
are played back like pages in a flip-book. To 
make the animation smooth, games calculate 
the animation frames in-between these snap- 
shots. This is called “keyframe interpolation,” 
and the Radeon can do it in hardware as 
well—another first. 


Weaving a tapestry 
Geometry functions aren’t the only area in which 
ATI is making strides. They've also implemented 
quite a few of DirectX 8’s features for texturing 
objects, without ignoring features introduced in 
DirectX 7. They call these pixel-drawing and tex- 
turing functions the “Pixel Tapestry engine.” The 
Radeon sports two pixel pipelines, each of which 
can apply three textures at a time. By compari- 
son, a GeForce2 have four pixel pipelines that 
apply two textures at a time. So while the 
Radeon can draw half as many pixels at a time, 
it should be more efficient in games that apply 
several textures to objects. In keeping with a 
newfound tendency to be the first to market 
with major features, ATI has blessed the Radeon 
with the ability to handle 3D textures, which is 
already possible under OpenGL and will be a 
feature of DirectX 8. They’re also the first to mar- 
ket with a product that can handle all three 
major methods of bump-mapping (emboss, 
environment-mapped, and dot-product 3). 
There are even more goodies in the Pixel 
Tapestry engine, believe it or not. Environment 
mapping? They've got spherical, dual-parabo- 
loid, and cubic methods covered. The Radeon 
can project 2D textures onto 3D surfaces without 
distorting it’s appearance, including using video 
streams as textures, and it’s the first consumer 
chip to implement a object priority buffer in 
hardware. Suffice it to say, most of ATI's new 
features in the Radeon aren’t being used in cur- 


rent games. Many of them won't be widely 
used until DirectX 8 is available and developers 
have time to implement new features. In fact, 
these Pixel Tapestry features are produced 
through the use of the programmable “pixel 
shaders” feature of DirectX 8, so when develop- 
ers that use DX8’s pixel shaders routines to 
come up with new effects, the Radeon will be 
able to keep up. 


Improving bandwidth with Hyper-Z 
One of the biggest limitations to current video 
cards is memory bandwidth. You can make a 
video card that pumps out as many pixels and 
polygons as you want, but if it can’t read and 
write enough data to the card’s memory, it all 
goes to waste. In an effort to reduce the 
amount of memory bandwidth necessary to 
render a scene, ATI has implemented what 
they call “Hyper-Z technology.” This is com- 
prised of three new techniques dealing with 


ATI’s always-great video acceleration is 
improved further with Adaptive De-nterlacing. 


the Z-buffer that should boost fill rate and 
reduce memory bandwidth. Hierarchical Z is a 
method to help boost fill rate by rejecting pix- 
els that are covered up by other pixels before 
drawing them. Z Compression reduces the 
amount of data the Z-buffer takes up by com- 
pressing it with a lossless algorithm. Fast Z 
Clear is a way to clear the Z-buffer between 
frames without having to write any data. Does 
Hyper-Z work? It certainly appears to. Despite 
having less fill rate than a GeForce2, the 
Radeon outperforms it at high resolutions in 
32bit color, especially in tests that stress 
memory bandwidth. 

With all this technology to improve fill rate 
and memory bandwidth, you may be won- 
dering about full-scene anti aliasing, which 
generally requires tons of both of those 
things. The Radeon does indeed support FSAA 
in both Direct3D and OpenGL, and performs 
the technique with the same supersampling 
method used by GeForce2 cards. As with 
other cards, it comes at a serious perfor- 
mance premium. With the Radeon perform- 
ing so well at high resolutions, ATI thinks 
most users would be happiest simply running 
their games in high-res. 


Benchmarking the beast 

It's clear that the Radeon represents the most 
feature-complete video card we've yet tested. 
It's exciting to see ATI not only supercede the 
features of all their competitors, but place such 
an emphasis on support features for DirectX 8 
before it’s even released. It’s definitely a pretty 
future-proof card, but gamers aren't only 
interested in features. They want high frame 
rates, especially when you turn on all the eye 
candy in the most demanding games. 
Fortunately, the Radeon delivers here as well. 

At low resolutions and in 16-bit color, the 
“highest frame rate” award remains with the 
GeForce2, due to that card’s massive fill rate. 
Tum up the resolution and play in 32-bit color, 

and the Radeon takes the crown. In most 
games, it was as fast or faster than a GeForce 2 
in 32-bit color at resolutions of 1024x768 and 
above. Turn the resolution up from there, and 
the performance gap widened even further. 
The 16-bit performance of the Radeon may not 
be industry-leading, but it’s certainly incredi- 
bly fast—but why play at low res or in 16-bit 
color when the high resolution 32-bit speed is 
SO good? It appears that the hype behind ATI’s 
Hyper-Z technology and advanced TEL engine 
is justified. Under the most stressful game situ- 
ations, the Radeon is the fastest thing out there. 

Many owners of previous ATI cards are wary 
of the Radeon’s driver quality. Until the card 
actually ships in volume and finds its way into 
thousands of PCs, it’s almost impossible to tell 
exactly how good they'll be. In our in-house 
testing, we were unable to find any compatibil- 
ity problems, which bodes well for the final dri- 
ver quality. 

It looks like ATI finally delivered what gamers 
have always expected of them—a card with tons 
of features and great performance. For the time 
being, this appears to be the card to beat. 
Though the 64MB version we tested is a bit 
pricey at a retail price of $400, it does include 
video in and out capabilities. We'll reserve final 
judgement until we have a standard production 
board with shipping drivers to test, but our 
examination of the “almost shipping” card has 
left us very impressed. —Jason Cross 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows 98 SE. The Baseline card was a 
GeForce DDR with NVIDIA reference 3.68 drivers. For full information about CG Vidmark, head to 


www.cdmag.com/information/cgvidmark. html. 
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Finally, cheap 3D that doesn’t stink 


3D Prophet I! MX 


oO 
°o 
°o 
™ 
[4 
ul 
a 
e) 
Ke 
Vv 
° 
w 
tu 
= 
<— 
oO 
[= 4 
Lu 
= 
— 
a 
= 
° 
i 


ee] 
rn 


he problem with video card technology is 

that all the cool new products cost an arm 

and a leg. While there are plenty of gamers 
out there willing to shell out over $300 for the 
biggest feature list and highest frame rates, 
shelling out that kind of cash for a single com- 
ponent simply isn’t an option for many people. 
There are also plenty of computer users who 
play the occasional game, but simply don't 
play enough to justify that kind of purchase. For 
them, Guillemot has released a new product 
based on NVIDIA’s new GeForce2 MX chip that 
weighs in at a very palatable $150. 

There are plenty of inexpensive video cards 
out there. Typically, buying an inexpensive 
video card means buying last year’s technolo- 
gy. The speed on these products is often about 
what you'd expect in a cheap card, but they’re 
often lacking the features of new cards. This 
means it’s not long before you're looking at 
games that don’t just run slower than those who 
spent more money, but have some of the effects 
turned off. The GeForce2 MX chip is basically a 
somewhat stripped-down version of the 
GeForce2 released earlier this year, currently the 
crown jewel in NVIDIA’s product lineup. It’s got 
all the same features like a good transformation 
and lighting engine, support for dot-product 
bump mapping and cube environment map- 
ping, and so on. Basically if the GeForce2 can do 
it, so can the 3D Prophet Il MX. 

This support for advanced features is encour- 
aging—people who buy this card will still bene- 
fit from TEL and bump mapping in future 
games that support those technologies, like 
Ultima Worlds Online: Origin. Naturally, there's 
a catch. You don’t get something for nothing, 
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The card’s size corresponds with its price—diminutive. 


as they say, and you can expect any $150 video 
card to be quite a bit slower than its $300 big 
brother. The GeForce2 MX has only two pixel 
pipelines where the regular GeForce2 has four, 
giving it exactly half the total fill rate. The 3D 
Prophet II MX runs at 175MHz with 183MHz RAM, 
putting its fill rate at 350 dual-textured pixels 
per second and 20 million triangles per second. 
This falls quite a bit short of a GeForce2, but is 
quite a bit faster than a GeForce 256. 

The theoretical specs of a card and how well it 
performs in the real world are often quite differ- 
ent. Just looking at the specs, you'd expect the 
3D Prophet Il MX to outpace any GeForce, but 
that’s not quite the case. It uses regular SDRAM 
at 183MHz, which deliver just under 3 GB/s of 
memory bandwidth. This is a tiny bit more than 
a regular GeForce, but quite a bit less than the 
4.8 GB/s of a GeForce with DDR memory. This 


We ran benchmarks on an 800Mhz Athlon with 128MB running Windows 98 SE. The Baseline card was a 
GeForce DDR with NVIDIA reference 3.68 drivers. For full information about CG Vidmark, head to 


www.cdmag.com/information/cgvidmark.html. 
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memory bandwidth limitation is necessary to 
keep the cost down, but it probably keeps the 
card from performing to its full potential. 

Fire up a few benchmarks, and you'll be pret- 
ty impressed at the numbers produced by such 
an inexpensive card. It’s slower than a GeForce 
with DDR RAM, and simply crawls next to top- 
of-the-line cards like the GeForce2 or Voodoo5, 
but it’s important to keep price in mind. Regular 
GeForce cards typically cost around the same as 
the 3D Prophet Il MX, which generally outper- 
forms them. It can’t keep up with GeForce cards 
that use DDR RAM, especially at higher resolu- 
tions, but those cards still cost about $100 more. 
Image quality is right on par with GeForce2 
cards, which is absolutely excellent. 

There's another nice little surprise in the 
GeForce2 MX chip—dual displays. Much like 
Matrox’s G400 released last year, a single 
GeForce2 MX card can potentially drive two 
monitors at once. This feature isn’t quite yet 
available in a retail product, so we can’t tell you 
how well it works, but it’s an interesting feature 
of the new NVIDIA technology (a $199 version of 
the 3D Prophet II MX that includes the dual-dis- 
play feature will be released next month). 

Because of the card’s speed, it’s not really rec- 
ommended for most gamers. You'd be better off 
spending a bit more for a GeForce with DDR RAM 
if you don’t want to pay a premium for the latest 
and greatest. This isn’t a card targeted at power 
gamers, though. For those on a tight budget or 
who need a good card for a business computer 
that occasionally gets used for a game or two, 
the 3D Prophet II MX delivers surprisingly good 
performance and features. —/ason Cross 
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GM? Action 


Mouse is good, 
Action Pad...not so good. 


Pad & Game Mouse © 


t's possibly the last frontier of controller 

design—finding something to replace the 

keyboard in those games where you use 
the mouse with one hand and the keyboard 
with the other. 3D action and real-time strat- 
egy games are the most common of these 
game types, and Saitek and Microsoft are 
each choosing to focus on different genres 
with their left-hand controllers. 

Saitek’s “GM2 Action Pad & Game Mouse’ is 
an attempt to create better left-hand control 
than using the keyboard in action games; 
unfortunately, it’s not particularly successful. 
Sure, it’s easy enough to set up. You just plug 
the mouse into the Action Pad and the Action 
Pad’s USB plug into your machine. Software 
setup is simple, and it’s very easy to program 
the buttons as custom keystrokes for your 
games. The pad’s buttons, by default, work 
just like joystick buttons and can easily be set 
from within any game that recognizes lots of 
joystick buttons. 

The big problem is directional control. An 
eight-way hat-like switch is used for move- 
ment, and controlling your direction with the 


= —_ > 


tip of one finger isn’t the most intuitive thing 
in the world. Using an eight-way controller 
with games designed for four-way movement 
causes problems when you press a diagonal 
and the game stops responding. Though you 
can use the game profiler software to pro- 
gram your way around this, but it’s a small 
solution to a bigger problem—the Action Pad 
doesn’t actually improve control over using a 


Mouse is good... 


Action Pad... not so good. 


standard keyboard. 

The mouse included with the GM2 works well 
enough, but it’s not going to make you want to 
throw out your IntelliMouse. The pad itself actu- 
ally works reasonably well in strategy games, 
should you take the time to program it for all 
your favorite commands. It still doesn’t work 
well enough—in action or strategy games—to 
replace your keyboard, and it makes a poor 
supplement to one (who wants to move their 
hand between the Action Pad and keyboard all 
the time?). Maybe this fall, Microsoft will get 
the “left hand controller” right with the 
Strategic Commander. —/ason Cross 
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ideologic’s high-end 4.1 speaker system has | 

been on sale in the U.K. for some time now, 

and despite the high price of £199 pounds, 
it has received high praise from the European 
gaming press. Now Videologic will bring the 
system to the U.S. courtesy of an exclusive dis- 
tribution deal with Voyetra Turtle Beach. The 
catch is, the price tag on these shores is an 
astoundingly high $449! 

We put the European version of the speaker 
set through it’s paces—the American version is 
identical, save for the cosmetic change of 
adding grills to the satellites. Setup is typical of 
high-end speaker systems; standard speaker 
wires and connections are used to hook up the 
four 10W satellites and 4OW subwoofer. The 
main amplifier unit sits up on your desk and 
includes main volume, subwoofer volume, 
front/rear fader, and source input selection 
controls. It also sports a standard headphone 
jack and quad-channel selection switch. The 
amplifier unit is quite large and actually takes 
up a fair amount of desktop space, but that’s 
the price you pay for using what is essentially a 
high-end home stereo amp in a desktop com- 
puter speaker set. It’s nice to see three separate | 
input sources on the amp—a standard four- 
channel input for your computer, a secondary 


stereo input, and a third AC-3 LFE input if you 
have an external Dolby Digital or DTS decoder 
on something like a DVD player. 

Despite the rather diminutive size of the 
satellites, they pump out some serious sound. 
Crank this system up and pop in your favorite 
Jerry Bruckheimer DVD, and it wi// rattle your 
windows. Even high-end systems like this one 
can’t help but distort a bit when turned up to 
max volume, but you can go far beyond the 
“comfortably loud” range before losing and 
sound quality. 

There’s really not much to complain about in 
the quality or implementation of the speaker 
system. It sounds fantastic, gets really loud, has 
three inputs and a headphone jack, and even 
looks pretty cool. It would be nice if the main 
amplifier were a bit smaller or if tripods for the 
rear speakers were included, but that’s getting 
nit-picky. The real problem, and the reason 
these speakers only get 3.5 stars, is because 
$449 is an almost ridiculous amount to pay for | 
PC speakers. The latest and greatest from ! 
Klipsch and Boston Acoustics are of roughly | 
comparable quality, but cost half as much. 
Features like multiple inputs and headphone 
jacks are great, but not worth a $250 price dif- 
ferential. —/ason Cross 


The satellites are rather small, but the amp is huge. 
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Diablo 1] 


A Jekyll and Hyde experience 


WANDERING THROUGH THE AISLES OF YOUR LOCAL SOFTWARE EMPORIUM, YOU'RE 
apt to see youngsters eyeing and running wistful fingers along the black box with 


[left] You begin to wonder after a 


UPSIDE 


Simple, no-nonsense, addictive 
hack ‘n’ slash fun 


while why Tyrael can’t help you van- 
quish all this evil, or at least be a bit 
more sympathetic. 


the grinning skeleton. “But | saved up for it,” they whine. “Sorry, Otto my lad, 
Godless demons have no place in Grovers Corners—especially at our house.” A 
million and a half or so people worldwide do not agree however, as the presales 
of Blizzard’s Diablo Ii skyrocketed to unprecedented heights. Since the success of 


its predecessor in 1997, this sequel has been probably the most anticipated phe- 


nomenon in the gaming industry. It transcends people’s genre-of-choice bound- 
aries, and its release on June 28th of this year dragged even some of the most stal- 
wart fans of the addictive MMRPGs (UO, EverQuest, Asheron's Call and the like) out 


of one microcosm into another. The sales boomed and people haunted e-bay to 


try and get their hands on one of the limited Collector's Editions. 


The original Diablo won count- 
less awards for its simple, accessi- 
ble, hack ‘n’ slash gameplay that 
is RPG in name, but grounded 
mostly in action. Clearly, its para- 
digm is that of countless other 
games: explore, kill things, take 
their stuff, sell it, buy better stuff, 


QOD 
E  Action/Role-playing 


MB RAM 


CONTENT RATED BY 
ESRB 


repeat. Character development 
was minimal, it was repetitive, and 
it sold millions of copies. So what 
does the sequel have that takes 
that paradigm a step further? 
Well, nothing. The paradigm 
remains the same but it’s only the 
Tootsie Roll center of a much more 
intricately layered confection on a 
digital stick. 


The Lords of the dance 

In the original, the extremely thin 
storyline was so minimal as to be 
almost negligible. The tiny town of 
Tristram had extreme indigestion 
from the rumblings in its under- 
belly that stemmed from the pres- 
ence of Diablo, the Lord of Terror. 
He had been imprisoned in a 


| 
| 
| 


Soulstone—rather like a condo for 


| the morally impaired—by mem- 


bers of the Horadric order, as were 
his brothers Larry, the Lord of 
Hatred and Curly, the Lord of 
Destruction (make that Mephisto 
and Baal, respectively). He 
escaped and made life in Tristram 
a living Hell—a Club Med for the 
Damned. The health club and cin- 
ema were shut down, and the Boy 
Scouts and orthodontists fled for 
their lives. You were a stranger 
that explored a single (albeit com- 
plex) area below the town and 
eventually vanquished Diablo, dri- 
ving him back into his Soulstone, 
and then for good measure, you 
had the bright idea to shove the 
sharp stone into your forehead 


D 


Repetitive, buggy, graphically 
low-end, addictive hack ‘n’ slash 
compulsion 


oe 


[above] The Secret Cow Level is 
available by combining Wirt’s Leg 
with a Scroll of Teleport in the 
Horadric Cube. 


' (which had to hurt) so that he 


would be imprisoned for good. 
No fool Diablo, he found a way 
to escape yet again, and roamed 


| Tristram as a lonely stranger, a tor- 


tured soul who eventually began a 
voyage to the East to find his broth- 
ers. He is the Dark Wanderer who is 
traveling with a meek but loyal 
man named Marius. It is Marius 
who chronicles the progress of their 
journey east, as you, a newcomer 
to the land, follow in their wake. As 
the story progresses Marius notices 
a darker and darker change in the 
Wanderer and also notices that the 
areas they visit are overtaken by 
evil forces that have set loose on the 
land creatures such as Drowned 
Carcasses, Blood Maggots, Undead 
Scavengers, and Telemarketers. 
Deckard Cain, the last of the 
Horadrim, has been imprisoned in 
old Tristram. Once you release him 
from suspension in a birdcage (no 
small task), he becomes your men- 
tor and delivers most of the story 
exposition as he accompanies you 


' on your journey East. 


This time the gameworld is 
three to four times larger than in 
the original, and gameplay is 


| divided into four Acts, each one 


consisting of a town and its sur- 
roundings. Each has a decidedly 
different tone and look, and con- 
sists of mostly randomly generat- 
ed and very cleverly designed 
outdoor maps and dungeons. You 
begin in The Rogue Encampment, 
a sparse grassland, then progress 


Carnival of souls at the Hell Forge. 


to Lut Golein, a desert terrain. Next 
you will visit Kurast Docks, the sur- 
rounding areas of which are fabu- 
lously complicated and even less 
“grid-like” than any of the other 
maps. Finally Act IV begins in the 
Pandemonium Fortress which bor- 
ders the gates of Hell itself. One 
area below the palace in Lut 
Gholein stands out as the most 
beautiful unearthly region of all— 
the Arcane Sanctuary—a maze of 
ramps, stairways and teleports 
seemingly suspended in a dark, 
ethereal void of starlit space. 

As in the original, you'll be able 
to play through the game in three 
difficulty levels—Normal, 
Nightmare and Hell—the comple- 
tion of each giving your character 
anew ‘title” before his or her 
name. For instance after complet- 
ing the Normal game, Wench-o- 
matic becomes Dame Wench-o- 
matic (an actual name, by the 
way). There are a host of other 
enhancements as well, including 
more weapon types, and exclusive 
set items that give bonuses when 
complete, but they all stem from 
the original Diablo theme. 


Narrow specialization 
reigns 

Other than the size of the world, 
probably the most significant 
change you'll find in this product 
is its expanded character selection 
and the use of skill trees for char- 
acter development. In the original 
game, there were three character 
classes—Warrior, Sorcerer and 
Rogue. All three had strengths, but 
as the characters developed, the 
distinct abilities became less sig- 
nificant. Diablo Ii has the Warrior’s 
equivalent, the Barbarian, the 
Sorceress (nee Sorcerer who went 
abroad for a sex change anda 
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nifty green mini-dress), the Rogue 
who became an Amazon, plus two 
new characters, the Paladin and 
the Necromancer. 

Character development is won- 
derfully balanced as you gain new 
levels quite quickly early in the 
game (keeping you motivated and 
interested), and you gain one new 
skill and five attribute points each 
time you go up a level. All of the 
choices greatly enhance replaya- 
bility, as each character type has 
thirty skills from which to select as 
you level. The decisions of which 
skills to choose becomes critical, as 
the overall strength of your char- 
acter is pretty dependent on the 
way you distribute your skill and 
attribute points. A Necromancer, 
for instance, can become a rea- 
sonable combatant with magic 
and offensive spells, but might be 
better suited as a summoner, spe- 
cializing in skeletons or golems. A 
Necromancer proficient at golem 
mastery can sit back and get a 
pedicure while his golems do the 
work for him. Paladins can also 
gain offensive spells, but are 
probably best used as party mem- 
bers casting Auras that effect the 
defense, strength, healing and so 
on of all the members of his 
group. Sorceresses can specialize 
in Fire, Cold, and Lightning and 
Energy skills. Although it is possi- 
ble to balance skills across the 
board, it is probably more effec- 
tive to specialize a certain branch 
of the skill tree. 


Oh that retro-graphic look 
Although the game has 3D sup- 
port, it’s hard not to notice that 
the graphics appear pixelated and 
extremely behind-the-times. 
Although there are jagged edges 
and grainy textures galore, the art 


The Horadric Staff meeting. 


holds up surprisingly well. A lot of 
attention to detail makes the 
rather primitive overall look inter- 
esting, as little non-enemy crea- 
tures scuttle around—rats, snakes, 
and birds. Insect eggs burst into 
scurrying hordes of larvae, water 
shimmers, and shadows lurk. The 
hardware mode does make for 
some gorgeous special effects, 
though. Spectacular spell effects 
literally explode as fire, lightning, 
ice, and poison clouds swirl 
through the air. Blood spurts forth 
from attacked creatures as they 
become more and more debilitat- 
ed and corpse vomiting Maw 
Fiends and their families leave a 
more disgusting mess than you're 
likely to see at an amusement park 
ride’s exit gate at lunchtime. 

The creatures are many and 
varied with each basic type having 
up to eight subsets of different 
strengths and abilities. Many 
unique bosses overpower you with 
additional resistances and assets 
that grow stronger throughout the 
game’s three levels of difficulty. 
And of course there are the Act 
bosses, some more difficult than 
others, but all will probably agree 
across the board that Act II’s Duriel 
is bound to cause more deaths 
than any other. Not only is 
he/she/it ugly, with a huge wal- 
lop, bad breath, and a billion hit 
points, but there is no way to get 
out of his/hers/its lair to recoup 
once you enter it. 

The game's cut-scenes are 
drop-dead gorgeous. Done in 
brilliantly artistic form, they tell 
the story of your continued jour- 
ney with the Dark Wanderer, and 
rival any non-interactive graphi- 
cal cinematography out there. 
They alone might be worth the 
price of admission—well maybe 


not, but you'll probably want to 
see them quite a few times before 
eventually saying, “Yeah yeah, 
let's get on with it” and hitting 
the Escape key. Turn down the 
lights for those babies. The musi- 
cal score and sound effects are 
spectacular, and will haunt you 
long after you turn off the com- 
puter and head for bed. 


Bugaboos with Battle.net 
Although the single-player game 
was more quest intensive, Diablo 
was hands down a multiplayer 
Paradise. Put on your plaid cap, 
grab that shotgun and meet three 
friends to kill stuff, then gut it and 
hang it upside down in the barn 
doorway. Unfortunately, people 
for whom the spirit of the game 
lay in hacking it rather than in 
acquiring levels and items legiti- 
mately, spoiled things quite a bit 
for other players. There was the 
usual player-killing and looting, 
and all manners of gold cheats, 
level cheats, item duplication and 
the like, so that the ladder gods 
(the highest level characters on 
Blizzard’s online game site, 
Battle.net) had probably not come 
to their thrones with any sense of 
fairness. This time around, Blizzard 
decided to have server based 
characters called “Realm charac- 
ters” that would be shielded from 
the hacking, as well as multiplayer 
Open characters who live on your 
own system but can be played 
solo, via Battle.net or directly over 
the Internet. Up to eight per game 
can hunt together. The Realm lad- 
der characters have most likely 
worked toward their ranking in a 
Lawful-Good fashion, and every- 
one feels better about it. The hack- 
ers Can now dupe items to their 
heart’s content in Open games, 
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Tal Rasha’s Chamber has one way in and two ways out, the primary one 


being death—yours. 


and if that makes them happy, 
then more power to them. 

Realm characters can be either 
regular or hardcore. The hardcore 
characters disappear in the 
instance of any death, necessitat- 
ing you to start over, switch to 
regular, or commit suicide, 
whichever seems most appropriate 
to your temperament. Other 
deaths leave your equipped body 
at the site of your death, but the 
items in your inventory are still 
with you (except you lose gold 


and, in higher difficulty levels, 
experience as well). You can then 
either go retrieve your body (just 
click on it) or Save and Quit, which 
brings your body to the town in 
whichever act you were battling 
for the next time you play. This is 
a big improvement over the origi- 
nal in which your death often 
meant the loss of your items, 
either because you were unable to 
regain your body because of the 
treacherous place in which it was 
stuck, or if you were playing with 


This is the threshold of Chaos Sanctuary, your final destination. 


Traveling between levels in Act IV. 


strangers (or not so good friends) 
they would be able to take your 
items and disappear with them. 
So far so good, however, fans 
were initially up in arms for a 
month because Battle.net was not 
behaving the way a good little 
Battle.net should. Lag was truly 
abominable, making the game 
virtually unplayable for just about 
anyone. Even those on high-speed 
connections could not log in, stay 
connected, or play with any sem- 
blance of stability during the first 


few weeks after release. It seems 
that Blizzard's pre-release ‘stress 
test” provided no clue as to how 
inadequate their servers would be 
for the flux of people who wanted 
to immediately play online. 

A month after the game’s 
release, there were still problems. 
Be prepared to see the phrases 
“Server Down,” ‘Failed to Join 
Game,’ “You Have Been 
Disconnected,” “Unable to 
Connect to Battle.net,” and “Your 
Linens Need Changing,” at all but 
the really off-peak times such as 
4:30 AM (which had been the best 
time to try and play the game at 
all during the early stages). It is 
improving mildly, but it is unfor- 
tunate that a company with 
Blizzard's reputation for bug-free, 
stable software released this defi- 
cient a server model for their high- 
ly anticipated game—not to men- 
tion the initial patch which fixed 
numerous bugs in the first day or 
so. Yes, they are trying to make 
things better, but it’s hard to 
imagine that with the continually 
delayed release (many thought we 
would see the game last year) that 
things wouldn't be a bit more sta- 
ble out of the gate. And sadly 
enough, what of the single player 
people who never logged on to 
get the patch? Some have also 
reported twenty-something level 
non-Realm characters just “disap- 
pearing,” and they were ready to 
scrap the entire experience 
because of it. 


Me no got no ISP 

So what of those players who 
either don't have Internet access, 
or don’t generally leave the 
house, shun human contact, 
recoil at the word “multiplayer” 
and otherwise distinguish them- 


Hollow Ones are only one type of creature that can raise dead minions to re- 


rise against you. 


selves as lone-wolf single-player 
sorts? Some of these are reticent 
types whose self-esteem might lie 
in the fact that their character 
never loses a bloody thing. They 
take three steps, press Save, take 
three more, press Save. They 
encounter Pitspawn Fouldog, get 
cursed, frozen and killed, press 
Restore, take three steps andso 
on. Diablo Uno had a single play- | 
er Save feature (still does, actual- 
ly) that allows you to play in the 
way just described. 

Diablo II certainly caters primar- 
ily to the multiplayer crowd, which 
isn't necessarily a bad idea given 


Skeleton 


Quest Lec 


ey pee 


Opening the portal to Ancient Tristram. 


the demographics of the original 
playing community. But the sin- 
gle-player folks who simply want 
to play in small spurts progressing 
through the story with no real 
backtracking involved may be dis- 
appointed. The Save and Exit Game 
command in single-player mode 
saves the state of your character 
and the state of the world (i.e. your 
map is “filled in” to indicate which 
areas you have already explored). 
The “state of the world,” however, 
is qualified. Yes, your character has 
the health, statistics and items it 
had before the Save, and the 
Turkish bathhouse is in the same 
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Although very accessible, inventory management could use a 


bit of tweaking. 


place it was when you left, but the 
entire world is repopulated with 
monsters you'll swear you've just 
disposed of. 
| While this design decision is 
! probably meant to enhance the 
difficulty, challenge, and longevi- 
ty of the single player game, it 
seems that people who want to 
choose the low-risk, safe route 
should be able to do so. Of course 
it’s possible that the design deci- 
sion was to ignore the need to 
provide for an alternate save sys- 
' tem since bringing single player 
characters to Open Battle.net may 
have dictated the use of an identi- 


cal one, but we may never know. 


Sprecken zie anything? 

The game has been released 
worldwide, but as far as a choice 
of language, at least as reported 
from Germany, there is none. 
Hence English-speaking Germans 
who wish to play with their friends 
from the US or Great Britain will be 
able to connect with them, but all 
the game terminology will be dif- 
ferent, making communication 
somewhat difficult. “Where are 
your” “In Schwartzmoor! Please 
help!” “Where?” Certainly you can 
order a copy in any language (for 
an additional fee), but why not 
offer a choice? Can the data and 
voice files be too large to include 
more than one language table? 

Blizzard has been highly 
renowned for holding back prod- 
uct until it is ready, truly ready, 
indubitably ready to ship. With its 
history of solid, virtually bug-free 
releases, impatient fans are pla- 
cated in the knowledge that all 
good things come to those who 
wait. We don’t mind the extra six 
months; really we don’t. We know 
that when we take it home, we’re 
good to go. 

Nonetheless, the game is so 
compelling and addictive, that 
you ll find yourself either playing 
single-player or Open Battle.net, 
or sitting for an hour in the Realm 
server trying to create a game just 
in the hope that things will be bet- 
ter this time, or good for a while, 
or...oh, who cares? Most fans will 
not be able to get away from it, 
repetitive and simple or not. 
Diablo Il is simply one of the most 
potent drugs of the year 2000. 
Take it orally for a week, and 
intravenous use is sure to follow. 
—Cindy Yans 
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Icewind Dale 


“If you have to shoot, shoot—don’t talk” 


ome games present you with 

moral choices, each fraught 

with consequence. Others 
guide you through extensive con- 
versation trees, searching for the 
right nuance. Icewind Dale does 
neither—in nearly every situation, 
the best tactic you have is shov- 
ing three feet of steel into some- 
one’s gut. And this, Gentle 
Reader, is not a bad thing. For 
old style hack and slash role- 
playing, you can’t beat Black 
Isle’s latest Advanced Dungeon & 
Dragons 2” Ed. game. Just don’t 
expect any moral epiphanies. 

Dispensing with the highbrow 

“you're the child of a destroyed 
evil god” malarkey that gave 
Baldur’s Gate its rich (and thor- 
oughly enjoyable) patina of pre- 
tension, Icewind Dale sets you up 
as leader of a band of freeboot- 
ing adventurers looking for 
excitement. You find it in the 
backwater (or back-ice, given the 
temperature) town of Easthaven, 
in the Spine of the World moun- 
tains. One of the Ten Towns, 
Easthaven is a ramshackle hamlet 
whose only claim to fame is the 
knucklehead trout fished out of 
the nearby lakes. Your party of 
six knuckleheads, er, doughty 
adventurers, agrees to join up 
with an expedition to nearby 
Kuldahar, where “bad things” 
have been reported. Along the 
way, Of course, more “bad 
things’ happen.... 


High Plains Drifter 

While the game features a solid 
plot, the only real reason for it is 
to give you an excuse to kill crea- 
tures and take their stuff. There 
are a few twists and turns, but 
it’s the loot and experience point 
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awards that keep you moving 
through the game, more than any 
desire to find out what is hap- 
pening to Kuldahar. Even so, it’s 
a more successful approach than 
many more thematically ambi- 
tious games, because the writing 
is good and the voice acting of 
the NPCs is solid. When you do 
come across a story encounter, 
it's actually interesting, and your 
frequent battles at least seem to 
fit into a sensible framework. 
That’s more than you can say 
about a lot of role-playing 
games, sadly. 

Icewind Dale's saga of ancient 
evils, hoary vendettas, and subter- 
ranean cities is about on par with 
the surprisingly entertaining TSR 
Forgotten Realms novels, on which 
the game is loosely based, and 
about as well written. Throughout 
the game, and particularly at the 
end, you'll notice some tie-ins 
with R.A. Salvatore’s /cewind Dale 
trilogy. While you won't find 
Wulfgar or Drizz’t, you will run 
into some, um, otherworldly fore- 
shadowing and some familiar 
names. For a game that’s not sup- 
posed to be heavy on the story, 
there's actually a pretty solid 
backdrop in place. Robert Jordan 
doesn't have much to worry 
about, but if you were concerned 
that the game would be nothing 
more than mindless combat, rest 
assured. There is definitely a pur- 
pose to the carnage, even if the 
carnage tends to be pretty impor- 
tant in its own right. 

The most significant conse- 
quence of the game’s focus on 
combat over story is the absence 
of asingle, “this is supposed to 
be YOU” character. You direct 
your party of six as if a disem- 
bodied guiding spirit, rather than 
manifesting yourself as an on- 
screen avatar like in Ba/dur’s 
Gate. |t doesn’t matter a whit if 
some of your band die—just res- 
urrect ‘em. Alignment and 
behavior don’t matter much, 
either. There's nothing critical 
that you can mess up by taking 
an ‘evil’ or hostile approach 
through the conversation trees, 
and most conversations with NPCs 
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inevitably end in combat any- 
how. You might miss out on a few 
goody-two-shoes experience 
quests by being evil, but much of 
the time you'll gain nearly as 
much from just slaughtering 
everyone, if that’s your prefer- 
ence. Where Baldur's Gate active- 
ly penalized evil characters, | 
Icewind Dale is mostly amoral. 


At the Mountains 

of Madness 

Technically, the game uses a 
slightly enhanced version of 
BioWare's third-person isometric | 
Infinity Engine. Maps are pseudo- 
3D, characters are sprites, and the 
backgrounds are hand-painted. 
Screen resolution is fixed at 640 
by 480, which looks pixelated on 
larger monitors, and the interface 
bars take up maybe a quarter of 
the available screen real estate. 
You can activate 3D-accelerator 
support for spell effects, but the 
effects aren't much different from 
the 2D versions, and performance 


Damn, those guys are big. 


is sometimes worse. Almost every- 
thing else is identical to Ba/dur’s 
Gate after the latest patches and 
the Tales of the Sword Coast 
expansion pack. 

You move around the world via 
an area map, and new areas open 
up as you progress through the 
game. It seems pretty small at 
first, but it’s not. Most areas you 
visit have sub-areas as well, and 
each area is pretty well designed 
to minimize down time. You 
won t spend any time wandering 
through barren wastelands pray- 
ing for a random encounter, at 
least. Most areas are great look- 
ing, and are usually well 
designed, but some are a pain to 
navigate. Kuldahar, which serves 
as your base of operation for 
most of the game, is a pathing 
nightmare, because the roots of 
the great tree that shelters the 
town makes it impossible to take 
a straight line between any two 
points. Unit pathing in general is 
only adequate, with one or two 
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Excuse me, sir, which way to the sauna? 


characters almost always getting 
lost and wandering around the 
various maps looking for a way 
home. It’s better than Ba/dur’s 
Gate in that respect however. 

The game works well enough, 
with only a few mysterious crash- 
es. The problem is, it could have 
been a lot spiffier. BioWare is 
developing Ba/dur’s Gate // for 
Black Isle, and that game uses a 
much-enhanced version of the 
engine that supports higher reso- 
lutions and removable interface 
panels. Early builds of Icewind 
Dale also made use of those fea- 
tures, but they're missing from 
the final version. According to 
Interplay, there were some con- 
tractual restrictions on how much 
they could borrow from the work 
being done on the higher-profile 
BioWare title, hence the lower res- 
olution and fixed interface 
design. True, they never 
promised these features, but it’s 
frustrating to know that there’s 
no technical reason the game 


couldn't have had those enhance- 
ments. And they would have 
made a difference, too; the low- 
res graphics detract from the 
excellent artwork, and the obtru- 
sive interface results in too much 
scrolling to keep all of your party 
in view. 

Those sorts of quibbles aside, 
the game is pretty solid. There are 
patches, of course, but playing 
without them is possible, as long 
as you're not too unlucky and 
save often (something that’s 
pretty much true about every 
RPG). As in all of the Infinity 
Engine games, you can occasion- 
ally screw up the conversation 
triggers with tactics that are a bit 
too imaginative, particularly if 
you are fond of luring out bad 
guys and dispatching them one 
at a time rather than charging 
into a huge melee. Combat and 
movement controls are familiar 
and relatively intuitive, and 
there's a host of configurable 
hotkeys. If you've played any of 
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No diving. 


the other Black Isle RPGs of recent 
vintage, you'll feel right at home 
here. The 2D artwork is fabulous, 
the animation is generally very 
good, and the music is atmos- 
pheric. Sound in general is good, 
except for the voices of your 
party members. While the NPCs 
are blessed with excellent voice 
talent, your crew seems to be 
made up of morons, airheads, 
and goofballs. It’s not as bad as, 
say, the Lands of Lore or Might 
and Magic games, but it’s pretty 
silly. At least there’s no Imoen, all 
the gods of Faerun be praised, 
though one of the female voices 
sounds suspiciously similar... 


Highlander 

Speaking of gods, Tempus (one of 
the Forgotten Realms’ more mili- 
tant deities) would be particularly 
proud of this game. If it’s combat 
you want, you've come to the 
right place. Most computer RPGs 
are pretty combat heavy, but 
Icewind Dale is combat centered. 
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Makes you wonder if the dwarves suffer from delusions of grandeur. 


Each area on the world map is 
crammed with locations teeming 
with monsters, and each sub-area 
is generally divided up into a few 
more densely populated rooms or 
chambers. Except when traversing 
an already-cleared map, you'll 
almost never have to walk more 
than a few virtual feet before 
encountering something to fight. 
Whether it’s a few beetles in the 
basement or a demoness in a deep 
cavern, you'll face constant com- 
bat from the get-go. 

Whether all that fighting is 
something to look forward to 
depends entirely on your toler- 
ance for the Infinity Engine’s 
combat system. It’s the same 
pausable real-time mechanism 
that’s sustained the last two and 
a half Black Isle ADED games, 
where you can set it up to 
resemble a turn-based game or 
let it rip at top speed. It works 
well enough, once you get the 
settings the way you want them, 
but it’s still too fast and the 


information display is too clut- 
tered to really handle all of the 
nuances of the ADED rules. The 
available Al scripts for your 
party members are decent, but 
you'll inevitably find that none 
of them are precisely what you 
want. That leads to a lot of 
micromanaging your party, 
which in turn means you'll have 
to pause combat a lot, hence 
leading you to wonder why the 
designers didn’t simply go with 
a turn-based system in the first 
place. Nevertheless, it’s fun, tac- 
tics do matter, and winning the 
tough fights takes some thought. 
That thought, though, often 
leads you to some rather gamy 
exploitations of the game sys- 
tem. The monster Al is highly 
reactive, but otherwise nearly 
totally inert. The best way to 
clear the many monster-packed 
rooms you'll encounter is to lure 
the beasties out one at a time. 
This, combined with the old 
“toss a fireball blind into a room 
you know is full of monsters 
because you saved, peeked, and 
reloaded” trick, makes virtually 
all of the major battles relatively 
easy. You can also usually rest 
safely anywhere as long as you 
aren't in the line of sight of a 
monster, so with a little luck you 
can guarantee an inexhaustible 
store of spells and healing. Of 
course, you don’t have to use 
such tactics, but if you forego 
them the sheer volume of mon- 
sters is likely to overwhelm you. 
If you don’t mind the games- 
manship, the many battles are 
pretty entertaining, as the set- 
tings and variety of opponents 
you ll face are fascinating. If 
you're a stickler for “realism” in 
your RPGs, you're in for some 


Hey, lady, there’s a dress code here ya know! 


frustrating times however. 


Treasure of the 

Sierra Madre 

One of the complaints gamers had 
about Baldur’s Gate was the level 
cap, where your characters could- 
n't advance beyond about the 
eighth level. Now you can go up to 
around 15" level (14" for mages, 
18" for thieves), or 1.8 million 
experience points. This means 
more spells, better abilities, more 
hitpoints, and of course corre- 
spondingly bigger monsters. It 
also means more and better loot to 
outfit your party to better deal 
with the nasties of the Spine of the 
World Mountains. Most monsters 
don’t respawn, though, and there 
are precious few wandering mon- 
ster encounters, so there's not 
much opportunity to beef up your 
characters before (or after) the 
final battles. Luckily, there's so 
much combat in the game that 
you should have little trouble hit- 
ting double-digits before the 
denouement. If you don’t, though, 
you're pretty much out of luck, as 
the final battle segues straight into 


A Fire Giant and a dragon-headed 
ship have a heart to heart talk, 
while the adventurers listen in 
rapt admiration. 
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Leaving Shadows 


Grave-robbing for fun and profit. 


a rather entertaining if over-acted 
final cutscene before dumping you 
back at the main menu. 

Unlike Ba/dur’s Gate //, which 
promises a lot in the way of perks 
for higher level characters, /cewind 
Dale doesn’t give you much for 


aye 


Ettins done et my kinfolk. 


your efforts beyond the requisite 
increased hitpoints, better combat 
abilities, and higher level spells. 
There’s really very little difference 
between a sixth level fighter anda 
twelfth level fighter beyond the 
obvious performance improve- 


| 


ment. Throughout the game, this 
sort of pervasive sameness dulls 
the impact of the beautiful artwork 
and proven game engine. You 
move, you fight, you loot, you 
rest, you do it again, until you get 
a cutscene that propels you to the 
next round of fighting, looting, 
and resting. It’s enjoyable, some- 
times compellingly so, but too 
often it’s repetitive, as in “oh jeez, 
another room filled with Neo- 
Orogs.” Even the treasure, of which 
there is an astounding variety, 
begins to pale after a while, when 
you get your umpteenth magic 
long sword or potion. 

Just when you're about to 
give up, however, you come 
across a particularly juicy battle 
where you actually have to think 
to win, or you find a unique and 
valuable item that gives one of 
your characters a real boost. You 
wander into a gorgeous temple 
or ruined Dwarven city or 
encounter a fierce giant three 
times the height of your tallest 
character. As you carefully plot 
each fireball and magic missile, 
and select the proper magic 
arrows for your magic bows, the 
game manages to capture some 
of the charm and appeal of the 
original tabletop pen and paper 
experience. “You hit the Frost 
Giant for 12 points of damage!” 
“| rolled a 20 on my saving 
throw!” “Where are the Doritos?” 
Er, maybe not the last, but 
everything else comes through in 
spades when it all clicks. 


Not Diablo II 


Icewind Dale had the misfortune 
to debut on store shelves the very 
day that Blizzard’s Diablo I! 
arrived. The two games are 
almost completely dissimilar, but 
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some unfortunate marketing 
efforts by Interplay have created 
something of an impression that 
their game was also an action- 
oriented RPG, full of fast-paced 
combat. Not so. Where Diablo II 
focuses on rapid clicking, contin- 
ual combat, and constant trea- 
sure scavenging, Black Isle’s 
game is much more traditional. 
Battles are tactical, the pacing is 
slower, the rules are more com- 
plex, the story is more substan- 
tial, and it has a definite begin- 
ning, middle, and end. Then 
again, you might be playing 
Diablo I! six months from now, 
going through it on Battle.net 
one more time trying to find 
another item set or a rare sword, 
while Icewind Dale languishes on 
the shelf. Once you finish this 
game, you probably won't want 
to play it any more, because it’s 
pretty self-contained. Nearly 
everything is scripted, with few 
random elements. 

If you like role-playing games 
you owe it to yourself to consider 
Icewind Dale. \t’s a very solid, 
attractive, and entertaining game, 
in a very traditional way. You can 
play with a group online or over a 
LAN, cooperatively, if you want. 
You can play an evil party if you 
want. You can play a bunch of 
paladins if it pleases you. You'll 
get about the same experience no 
matter what you do, but at least 
that experience is fun. It’s by no 
means as epic as its predecessor, 
nor as intriguing as the excellent 
Planescape: Torment, but it’s far 
more than just the random collec- 
tion of dungeon crawls Interplay 
once pitched it as. Just don’t dis- 
miss it a Diablo clone; the game 
deserves a lot better than that. 
—Robert Mayer 


Glowing blue mushrooms...man, | thought the seventies were over! 
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ers Internet or LAN 


Fire up your electric gloves and watch the sparks fly! 


KISS Psycho Circus: 


UPSIDE & 


Hordes of enemies, good level design, 
intense action 


When monsters hurt each other, they'll fight it out. 


The Nightmare Child 


Former Daikatana defectors welcome gamers to the show 


hen someone tells you 

about an action game 

based on an aging rock 
band that today’s kids make fun 
of, the quality of said game is 
immediately cast in doubt. 
Fortunately, K/SS Psycho Circus is 
not one of these games. 
Unfortunately, it’s something of 
even more dubious worth—an 
action game based on a comic 
book based on an aging rock 
band that kids make fun of. 
Fortunately, this relatively simple 
first-person shooter from fledg- 
ling developer Third Law 
Interactive is much better than 


the idea behind it might indicate. 


Great level design, satisfying 
weapons, and unique enemies 
make this a title that shooter fans 
will definitely want to check out, 
whether they’re KISS fans or not. 


THE GOODS 


Action 


266MHz 


processor, 64MB, D3D compatible video card 


Madam Raven has 
got to go! 
Shooters generally have rather 
basic and contrived plots, and this 
one is no exception. The Elder, 
your typical “Four Who Are One” 
ultimate good-guy, defeated the 
Nightmare King but was dragged 
down into the void in the process. 
Now the Nightmare King’s ulti- 
mate evil seed is stirring, and 
before the Nightmare Child is 
born, you have to save the day. So 
each of the four KISS band mem- 
bers must enter each of the four 
elemental realms and collect the 
pieces of the Elder’s armor so that 
they can transform into its avatar. 
When you start each realm you 
look like a normal human (the way 
the KISS band members look dur- 
ing, say, a PTA meeting), and by 
the time you've collected the six 
pieces of armor in that realm you 
look like a typical member of the 
band in concert (white face paint, 
platform boots, big shoulder 
pads—the whole enchilada). 
Madam Raven, a gypsy for- 
tuneteller who knows all about the 
Elder and these elemental realms, 
narrates the story. Each of the four 
realms opens with a short cinematic 
scene where she describes the 
realm’s element (earth, fire, air, or 


water) and the prime evil you'll 
face at the end. These realms are 
broken into four stages, each of 
which is from two to four levels 
long. At the start of each stage, 
Madam Raven tells you about the 
area you're entering and your final 
goal, while a nifty flyby gives you 
an overview of your environment. It 
would all be rather slick for a game 
with such a straightforward plot if 
it weren't for the fact that Madam 
Raven's voice acting is atrocious. 
When you see her, she just sits in 
front of her crystal ball, mouth 
agape but unmoving, spewing out 
bizarre cheesy phrases and melo- 
dramatic snippets that practically 
shout out, “Look! I’m acting!” It’s a 
good thing there’s almost no plot 
development and the gypsy’s 
interludes are completely superflu- 
ous—otherwise they could have 
easily ruined the game. 


Bringing back Doom 

It’s impossible to discuss Psycho 
Circus without bringing up 
Daikatana. True, Third Law 
Interactive was founded by the 
infamous “lon Eight” who defected 
from the Daikatana project almost 
two years ago, but that’s not the 
reason to compare the two games. 
What's more important is that both 
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Half-assed multiplayer, it’s just a 
basic shooter 


Bie 


games are supposed to be inten- 
tional throwbacks to the days of 
Doom, emphasizing fast action and 
exciting combat over plot or inter- 
action with the environment. In this 
respect and many others, Psycho 
Circus is unquestionably a better 
return on this style of play. There's 
more plot and world interaction 
than Doom had, of course, but it’s 
all rather straightforward by 
today’s standards. This is a shooter 
that’s all about franticly scram- 
bling around, mowing down scores 
of enemies, and doing your best 
just to stay alive. Puzzles are of the 
simple “push lever open door” 
variety, dressed up a bit but no 
more advanced than the 
red/blue/yellow keys and buttons 
of id Software’s classic. In a way, 
it’s disappointing that games have 
advanced so far only to return to 
the same things Doom gave us, 
only with better graphics and 
sound. On the other hand, you may 
be surprised at just how much fun a 
basic “shoot lots of bad guys and 
run to the exit” shooter can be. 

Key to the success of this ultra- 
adrenaline combat formula is what 
Third Law calls “horde technolo- 
gy.” This is simply their term for 
using the LithTech 3D engine's 
level-of-detail system to effective- 


Taking out monster spawners is your #1 priority. 


ly put dozens of enemies on the 
screen at once, along with some 
nifty Al optimizations that keeps 
the game from turing into a 
slide-show. It really works amaz- 
ingly well. When you’re running 
through an old cathedral and a 
big stained-glass window shatters 
in front of you, spilling out thirty 
or forty creatures, you'll get a cer- 
tain kind of rush that the last five 
years of action games just haven't 
quite delivered. 


The Freak Show 

The creatures are all rather interest- 
ing as well, in a freakish, twisted 
sort of way. There’s a reasonable 
amount of variety, and each crea- 
ture not only has a totally unique 
and bizarre look and a highly indi- 
vidual method of attack. A perfect 
example is the Fat Lady, a huge 


grotesque opera singer that throws 
blobs of fat at you. In itself that’s a 
little disturbing, but after you suc- 
cessfully dodge the fat it warbles 
on the ground a bit before jumping 
after you... definitely unsettling the 
first time you encounter it. Many 
battles are quite difficult without a 
bit of quick strategy, and it doesn’t 
take long to figure out that the 
spawners are the first things to 
destroy. These floating electrical 
machinations will soawn fresh ene- 
mies to replace the ones you kill, 
and trying to whittle down the 
onslaught of attackers before 
destroying the spawner will only 
result in the waste of precious 
ammunition. Creature Al isn’t all 
that sophisticated, with enemies 
either just rushing you or staying 
back to fire ranged attacks, but for 
this style of game it’s effective. 


Se 


Gross bathroom—would any modern 3D shooter be complete without one? 
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Enemies do a remarkable job of fol- 
lowing you around a level, which is 
a common Al hang-up in shooters 
with complex level design. 

The entire presentation is rather 
slick, if not quite as technically 
advanced as some other shooters. 
There are definite themes to each of 
the four realms, corresponding to 
specific color overtones and level 
design. This overall aesthetic is 
brought to life with excellent lay- 
out, texturing, and animation that 
produce a truly good-looking 
game with its own unique style. 
The interface is equally well 
designed, with important informa- 
tion clearly displayed but unobtru- 
sive, including little health-bars for 
enemies on the right side of the 
screen. You can toggle individual 
interface elements on or off, a 
rather nice touch that’s sure to 
please the hardcore. It’s unfortu- 
nate that the interface is the one 
place we found a bug in the 
game—reassigning weapon priori- 
ties doesn’t work as it’s supposed 
to, and can cause pretty serious 
problems (so make sure to stick 
with the default settings). 


Why KISS? 

Psycho Circus makes several con- 
cessions for the new player, 
undoubtedly an attempt to help 
the KISS fan that aren’t into 
shooters but want to give the 
game a try. There’s a small clue 
box that shows which items can 
be destroyed, picked up, or used. 
Objects that you can grapple with 
the scourge weapon flash, making 
them easier to spot. The first 
realm starts off remarkably easy 
on nearly any difficulty level to 
draw you into the game. Most of 
these little clues and hints won't 
put off hardcore gamers and only 
make the game more accessible. 
But the game’s difficulty level 
ramps up far too much—so much 
so that new players who are just 
playing the game because they 
are KISS fans are likely to be com- 
pletely overwhelmed even on the 
easiest setting. This is truly a 
gamer's game, made to please the 
hardcore shooter fan rather than 
the one-computer-game-per-year 
consumer. Unfortunately, multi- 
player play seems like a total 
afterthought that might have 
been better left out. There are 
only two different deathmatch 
modes supported and only four 
maps to play on—it gets old fast 
and is easily forgotten. 

It's admirable that Third Law 
chose to take what was a ques- 
tionable license and turn it into a 
really good game that serious 
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Fantastic level architecture 
abounds. 


shooter fans can have a great 
time with. KISS references are few 
and far between, with the occa- 
sional poster or song from a juke- 
box or radio being the only 
things that non-fans will notice. 
Loyal members of the KISS Army 
will notice scores of other in- 
jokes and nostalgia—the tie-in 
has been brilliantly engineered to 
be almost unnoticeable to all but 
those who care most about it. But 
it's hard not to wonder if having 
a KISS license provides any sort of 
benefit to a game like this. It’s 
simply too much game for any 
fan that is not a gamer, and 
many gamers will be so put off 
by the entire concept or the idea 
of finding armor pieces that make 
you look like a KISS band member 
that they won't even try it. It 
makes you wonder if there 
enough gamers who are also KISS 
fans to offset the customers 
turned off by the license? 

However, if you're a serious 
shooter fan and can get past the 
occasional KISS reference, there’s 
a whole lot to like here. 
Imaginative enemies, satisfying 
weapons, excellent art and level 
design, and intense battles 
against hordes of enemies are all 
qualities worthy of any shooter 
fan’s dollar. K/SS Psycho Circus 
certainly doesn’t offer anything 
we haven't seen in shooters 
before nor does it really improve 
on the standard shooter formula, 
but it delivers on that formula 
really well. —/ason Cross 


Picking up a piece of Elder Armor. 
There can be only one! 
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Get Off Your Toys and Join NetRaceLive.com 


This isn't a game. This is real. Net Race Live snatches 


up real tracks, capturing real races and shoves them down the 


internet and directly into your computer. Then we bombard you 


with lap after lap of white-knuckle action at 200 MPH where your 


competition is professional racecar drivers in real events. 


Step up to the big leagues. Race with the pros at 


NetRaceLive.com 


Sona 


Details At WWW.NETRACELIVE.COM 
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A “change the direction of the train” puzzle fits well here. 


Saliva-producing cinematics, gor- 
geous 360-degree panorama, amaz- 
ingly detailed 3D characters and 
locations 


Mina’s lily white throat lays vulnerable. 


Dracula: Resurrection 


An insubstantial but oh-so-purty walk on the vampire side 


f course it’s beautiful. It’s 
() French” is a comment equiva- 

lent to “Well, duh” to anyone 
praising the nifty visuals that 
accompany most products from 
the land of the Louvre. France 
Telecom Multimedia and 
DreamCatcher Interactive’s sequel 
to Bram Stoker’s Dracula is, by 
anyone's standards, drop-dead 
gorgeous. Its beauty, however, 
remains rather hollow for experi- 
enced adventure gamers. 
DreamCatcher is positioning the : 
game as an “introductory adven- 
ture” for players newer to com- : 
puter gaming; it turns out that 
they were undead on. 

You take the role of Jonathan 
Harker. The opening video trying 
shows him attempting to once and 
for all disembowel his old nemesis | 
Dracula. The old fellow escapes, , 
but not before we see signs that he 
has cast some sort of dramatic 
hold over Harker’s fiancee, Mina. 
Seven years later, after a time of 
wedded bliss, Jonathan discovers a 
letter from his wife indicating that 
she was compelled to return to | 
Translyvania—hopelessly drawn to | 


az 
GENRE Adventure 
PUBLISHER Dreamcatcher 


Interactive | 


REQUIREMEN 7S Pentium 
200, 64MB RAM; MacOS 8, 32MB RAM 


RATING 
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the vampire by some psychosexual 
magnet. He decides to follow her 
there and attempt to rescue her 
from eternal darkness. And that’s 
it. That's exactly what he does—no 
more, no less, no subplots, no 
twists. A bit too simple? Probably. 

The story is completely linear, 
dragging you straight by the 
nose without nuance. You cannot 
re-visit any major area once you 
have left it, which is only occa- 
sionally justified by a perfectly 
natural avalanche, cave-in, 
short-circuited magic portal, or 
the like. “But what about that 
other corridor | didn’t explore?” 
Never mind, if you got to where 
you are now you didn’t need it. 
This is a Good Thing, actually, for 
newer players, as it tends to fun- 
nel you directly toward the ulti- 
mate solution at all times. 

The puzzles are simple, and vet- 
erans will be able to finish the 
game in about eight to ten hours, 
whereas newbies might take up to 
15 or so hours to muddle through 
it. Puzzles are mostly uninspired, 
and often consist of putting the 
same serpent key in yet another 
contraption to open the next area. 
Your cursor turns into a hand over 
things you can pick up, and into a 
“gears icon” over things you can 
“use.” There are relatively few 
interactive items, so if something 
highlights, you can be sure it is 
Important. If you're holding the 
inventory item that will work with 
the gear-spot, a green circle will 


appear around it, indicating, 
“Yes! How brilliant! This is cor- 
rect!” One or two Myst style puz- 
zles involve various sequencing 
configurations, and there is often 
the dreaded Pixel Hunt. If you 
cannot leave an area, and have no 
idea what to do next, you will be 
able to invariably solve your prob- 
lem by revisiting the area room by 
room and running your cursor in 
horizontal tracing patterns from 
the top of the screen to the bottom 
hoping that something will high- 
light. It does. You use the obvious 
item on it, and a secret door 
appears. Repeat as necessary. 

The games biggest draw has 
got to be Artistic Director Jacques 
Simian’s fabulously atmospheric 
world. The other characters (and 
there aren't nearly enough of 
them) are gorgeously 3D rendered 
right down to the last bloody 
facial capillary. Tiny webs of deli- 
cate wrinkles embroider the cor- 
ners of elderly eyes, and faces 
exude broad and colorful palettes 
of emotion. Cut scenes are mostly 
exciting and you will not want to 
click through them (unless you’re 
climbing that staircase for the 55th 
time and have seen just about 
enough of the climbing anima- 
tion). Navigation is clumsy, using 
a set pathing method (a /a 
SouthPeak Interactive's Video 
Reality engine) that requires you 
to be standing in a single correct 
“node” before any visible object 
will actually become available to 
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Flat storyline, absolute linearity, 
pixel-hunt galore, clumsy navigation 
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use. The 360-degree panoramic 
view lets you look up into the cold 
night sky where stars and mist 
dance obscenely. And speaking of 
obscene dancing, there is one 
extremely compelling scene in 
which three near-naked demons 
who serve Dracula writhe around 
' ina display that you will not soon 
forget. The music and sound 
effects blend beautifully with the 
visuals, and at night with the 
lights off, you’re in for a real treat 
for the senses. Voice acting and 
dialogue are a weak link; perfor- 
mances are uneven (not unusual 
in translated works), and since the 
storyline is so thin, there is little 
inspiring about the dialogue. 
Finally when you reach 
Dracula's castle, and it’s time to 
face him...well, without saying too 
much, there’s certainly room for a 
sequel—a whole /ot of room. 
Although the storyline and puzzles 
are way too insubstantial for avid 
adventurers, new players might 
find that this game offers them a 
fair challenge. But absolutely 
everyone will appreciate the 
game's subtle beauty and com- 
pelling atmosphere. So turn out 
the lights, shut the door, and turn 
your brain down to medium-low. 
Most of you will enjoy the experi- 
ence for what it is. —Cindy Yans 


rendered character in the game. 


This is probably the most beautifully 
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Difficult to get into, some boring : 
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Huge game, extensive level of detail, 
interesting ship design 
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[left to right] Those colored lines in the 
distance are more than a visual effect 
— they help you assess the battle. 


Vortex Gates allow long-distance 
travel. 


This pirate has about three seconds 
to live, and his friend doesn’t have 
much longer. 


am = : 4 , a J id Se -- [below] Zoomed in on the UES Yamato. 


Terminus 


Sweet outer-space pseudo-freedom 


CHECKING THE SCANNERS AS YOU ARRIVE IN SECTOR, 


a cluster of four blue blips catches your eye—a dis- 
tant trio of merchant freighters, flying in formation 
with only a single mercenary escort. Your cargo 
holds are empty and you have a full rack of torpe- 
does. It is a good day to be a pirate. 

And thus the addiction began... 


Years later, people still speak takes a giant leap forward anda 


fondly of the ancient space sim new metropolis of space stations is 
Elite and the slightly more recent born. That’s well and good, but 
Privateer. It’s a rare treat indeed to ' you wouldn't have much of a 
come across any game that offers | game if something horrible didn't 
that nearly complete sense of free- _: happen, right? As a lowly pilot, 
dom and self-determination. Fans | you know nothing of the events of 
of those games have long awaited the past. The only thing you do 
the arrival of a worthy heir to their ' know is that you must decide 
long-held throne, and Terminus is where your allegiance lies—with 
the latest attempt. the United Earth League (UEL), the 

Set approximately two centuries | Mars Consortium, the Marauder 
in the future, the setup for | Pirates, or yourself (as a merce- 
Terminus is based around the dis- nary). Relations between the 
covery of alien artifacts on the i three main factions are strained 
Jovian moon Callisto. With this at best, and the emergence of a 
information, human technology fourth group only serves to spark 

the volatile situation. Although cen Hews. 1008 

THE GOODS the UEL is officially in control of ‘at a t: 


just about everything, a discon- 
tented Mars Consortium seeks to 
separate itself from the UEL. Of 


Space Simulation Zoomed out on the UES Yamato. 


course, the Marauders take the | you of any progress. The story itself | nowhere and which does not really 

opportunity to increase their ' is interesting but somewhat short of involve your character. 

raids on shipping lanes. spectacular—expect your standard Despite this, Terminus takes a 
Whatever side you choose, the ' escalating conflict scenario. Some step ahead of its competitors in 

plot is laced with politics, and news | aspects of the story are actually | allowing a more dynamic plot 


reports and conversations with the ' quite poor, such as a final resolu- progression. It’s no Wing 
few characters you meet will inform tion that seems to come out of Commander—it does not require 


Rage 
CONTENT RATED BY 
ESRB 


that you win every mission. In 
fact, it’s entirely possible to get 
yourself blown to bits on a regular 
basis as long as you don't allow 
your reputation to sink too low. 
It’s a breath of fresh air for players 
who are tired of getting stuck ona 
difficult mission and eventually 
giving up on a game. 


Time for a coffee break 
Although all four career paths are 
playable, enlisting in the military 
(either with the UEL or with the 
Mars Consortium) is a choice that 
you will ultimately regret. Two of 
the more interesting motivations 
for playing the game are nullified 
when you join the service—you 
don’t get paid, and you don’t get 
to choose your ships. All four of 
the careers follow the same mis- 
sion structure, which consists of a 
selection of random (non-story- 
related) missions interspersed with 
scripted story missions (the game 
informs you when one of the latter 
is available). Your opportunities 
are time sensitive and are based 
on the constantly ticking game 
clock. Every so often a new mission 
will become available and you 
have thirty seconds to respond. 

Between plot events you can fly 
an assortment of generic, randomly 
generated missions such as strikes, 
patrols, spy sorties and the like. As 
it turns out, this system makes 
Terminus a great game... when you 
choose to play as a pirate or mer- 
cenary. A military career is less 
exciting, and it’s difficult to avoid 
playing a military pilot because 
that is the career path aimed at 
beginner players. In Privateer, the 
game would randomly spawn some 
ships that would engage you 
whenever you accepted a patrol 
mission. Terminus takes a different 
route, opting for a world that con- 
tinues moving in “real time.” It’s 
technically intriguing, but it cre- 
ates some problems on the military 
Career paths. 

Imagine this scenario: after 
completing a military story-based 
mission, you decide to take a 
patrol (one of the random, generic 
missions). You're piloting a fast, 
maneuverable Bee. A few minutes 
after launching you return to base, 
having completed your patrol 
without firing a single shot. A bit 
disappointed, you decide to try 
another patrol to see if it’s more 
eventful. Once again, nothing 
happens. And then a third time, 
and a fourth. Each generic mission 
becomes increasingly dull, as they 
are almost always uneventful. By 
the late stages of the game, most 
players will either abandon the 
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military career track entirely, or 
leave their computer sitting 
unused so that the clock continues 
to count up until the game gener- 
ates a real (story-based) mission. 
If they had simply cut out the 
generic missions for military pilots 
(or, ideally, made them more 
interesting), these campaigns 
would be worth playing. Instead, 
two of the four campaigns feel like 
a complete waste of time. 


A wonderful selection 

of doohickies 

The real action lies with the 
Marauders and mercenaries, since 
they get to buy their own ships 
and components. Although these 
career tracks are intended for 
experienced players, they are also 
the only two story modes worth 
playing. In these careers you get 
paid for completing generic mis- 
sions (“contracts”), which also 
tend to be far more eventful than 
military missions. After playing a 
military campaign, it’s extraordi- 
narily refreshing to fly a patrol in 
which you actually encounter mul- 
tiple hostile ships. Contracts vary 
in pay from a few thousand to a 
few hundred thousand, depending 
on their demands. Spy and hijack- 
ing contracts tend to be especially 
valuable. As you could expect, you 
start off flying a virtual tugboat, 
capable of neither combat nor 
trade, with a handful of cash. You 
can either use your grubstake to 
upgrade your current ship, or you 
could save it to help pay for your 
next vessel. Either way, this is 
where Terminus really shines—get- 
ting money, buying new things 
and designing your ship. 

All it takes is a single look 
through the ship manager to real- 
ize that this game is incredibly 
deep in a mechanical sense. Ship 
hulls are divided into a variety of 
bays. Some are specifically 
designed for weapons, others for 
propulsion, and so on. Unless you 
want to purchase a pre-configured 
ship, you have to start with an 
empty hull and outfit your ship 
from the get-go. There are a total 
of thirteen basic components: 
computers, scanners, detail scan- 
ners, devices, engines, thrusters, 
fuel systems (and fuel pumps), 
energy systems, weapons, surge 
cells, cargo, ammo (unlike most 
space sims, every weapon requires 
ammo) and armor. Additionally, 
there are dozens of peripheral 
components available for most 
slots. It’s entirely possible to get 


| wrapped up in building a ship and 


spend an hour tinkering with the 
design, adjusting and tweaking to 
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The Ship Manager allows you to set up ships however you want as a test, with- 
out the limitation of money. 


A cruiser falls prey to a single-seat fighter. Just don’t get too close when 
it blows... 


Stasis rounds are extraordinarily expensive, but they allow you to disable targets. 
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Taking the plunge into a Vortex Gate. 


get everything just right. Of 
course, if it’s your first time, 
you're likely to find you've created 
a barely functional Frankenstein of 
futuristic technology. 


On the flipside, the sheer level 
of detail can be overwhelming at 


first. There are no pictures of the 


components, and many names are 
obscure combinations of capital 
letters and numbers. Pictures or 
icons would have been useful to 
help you remember what is what; 
as it stands, it will take you a while 
to get familiar with the various 
weapons and gizmos. Even so, col- 
lecting funds and building a fleet 
is a lot of fun, and there is always 
a reason to fly more missions and 
earn a few more credits. And since 
it’s possible to own multiple ships, 
you can work on building up that 
bulky transport/mining ship even 
though you may already have a 
super-fighter. This is why games 
like Elite and Privateer are remem- 
bered to this day—the sheer 
amount of fun that you can have 
in a dynamic universe. 


“Oops, I’m flying 

sideways again” 

Wing Commander-style flight sims 
all tend to use the same basic flight 
model—that is, one in which you 
can loop circles around your oppo- 
nents and stop in an instant. Turn 
off your engines and you bleed off 
speed, even though there is no 
wind resistance in space. 
Newtonian physics are nonexistent 
in most space games; Terminus is 
one of the few exceptions. If you 
spend ten seconds accelerating to 
reach a certain velocity, for exam- 
ple, you must allow yourself anoth- 


Creating a warp hole with the PVG weapon. 


er ten seconds to come to a stop. 
Fuel can become a consideration in 
particularly long missions, and 
each time you trigger a thruster a 
small amount is consumed. In these 
cases, you will learn to ration out 
your fuel and spend most of your 
time coasting, saving thrust for 
combat maneuvers. 

With a Newtonian physics 
model, you will continue to travel 
in the same direction no matter 
which way you turn your ship 
(unless you use thrust to alter your 
vector). Head-on charges are a 
whole different ball of wax here, 
and using them effectively is a 
crucial part of any combat mis- 
sion. Should you choose to fly at 
maximum speed towards your tar- 
get, you will simply zip by him 
and find yourself way beyond the 
range of your weapons. Speaking 
of which, your weapons are also 
affected by your speed. So, if you 
are right next to a hostile ship but 
flying in the opposite direction, he 
will likely be out of range because 


your shots will never catch him. 

Inertial compensators are fit- 
ted on every ship to help you 
cope with the complex physics 
model. Basically, these compo- 
nents help ships fly in the direc- 
tion they are facing by automati- 
cally applying the lateral 
thrusters. Even the most skilled 
pilots can take advantage of the 
inertial compensators, but some- 
times it’s best to disable them 
and control the ship manually— 
this allows you to perform some 
of the more elaborate maneuvers 
such as torpedo evasion. 

Of course the computer tends to 
benefit far more from the complex 
physics model than most human 
players could be expected to. As a 
general rule, you are always out- 
numbered, thus it wouldn't be too 
helpful to fly backwards to fire 
upon your pursuer. On the other 
hand, for the computer (who only 
has to deal with a single aggres- 
sor), this is an effective tactic. 
Wing Commander fans can proba- 


bly recall a fight in which they 
were severely damaged, and they 
were only able to survive by tail- 
ing the last ship so that there 
would be no possibility of hostile 
fire. Simply put, the player can 
learn to fly backwards to shoot the 
computer, but it’s no easy feat 
and thus it may be better to fly in 
a more traditional manner. 

Finally, Terminus further differ- 
entiates itself from the standard 
space sim by eliminating shield 
generators. The only thing stand- 
ing between you and your oppo- 
nents’ Proton Particle Bolts is the 
hull of your ship. Every possible 
scratch must be avoided, because 
you can't simply keep your shields 
up and recharge them by evading 
the enemy. 


Dueling the masses 

One of the more appealing fea- 
tures of Terminus is the multi- 
player support. Just about every- 
thing available in the solo game 
is also present in multiplayer. You 
can play through the campaign 
story, of course; there is also a 
melee mode (deathmatch), a 
unique zero-g hockey game, and 
free mode (like campaign mode, 
but minus the plot). The cam- 
paign mode eventually turns into 
free mode once the story has run 
its course (you can continue 
playing indefinitely). 

In both campaign mode and 
free mode you must choose a 
career path, making both a little 
less “free” than they could have 
been. Changing careers mid- 
game is possible but extremely 
difficult, and oftentimes you 
severely damage your reputation 
in the process. Changing from a 
military career to either a merce- 
nary or pirate career is essentially 
the same as starting the game 
over (since you don’t earn money 
in the military). The bottom line is 
that there is never a compelling 
reason to switch careers. A more 
truly free environment would have 
made for an incredible multiplay- 
er experience. 

When everything is said and 
done, Terminus comes out look- 
ing—and feeling—good. While the 
detailed ship design and physics 
model won't appeal to everyone, 
the ability to purchase ships and 
dumb-down the physics give the 
game more of a widespread 
appeal. For those of you who are 
interested in the meat of 
Terminus, there’s only one thing 
to say—ignore the military cam- 
paigns and dive right into the 
good stuff... you'll have a ball. 

—David Ryan Hunt 
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Uh oh. Marshall law comes to Peasantville. 
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Izar: The Burden 


Real Time Strategy gets a new coat of polish 


zar — The Burden of the Crown 

is a nice game, charming even. 

Set in a fantasy medieval 
world, you manage all sorts of 
characters and critters, peasants 
and prestidigitators, resources and 
retreats. In essence, though, 7zar is 
a very traditional real-time strate- 
gy game, where resources beget 
military units, which in turn beget 
victory or defeat. All of the 
expected elements are here—a 
branching tech tree, a variety of 
elements to be harvested, build- 
ings that expand production or 
generate new units, and the 
inevitable rush. 

The world of Tzar sits upon the 
broad shoulders of the common 
peasant. Often depicted as the 
epitome of uselessness, peasants 
are rather like the office secre- I 
tary—they run everything. They : 
gather resources, working the 
farms, the stone quarries and the 
gold mines. They chop down trees, 
crew the fishing boats, and milk 
the cows. They build everything— 
barracks, guilds, sawmills, and 


SIT ROT Sa 
GENRE sn 

PUBLISHER TalonSoft 
REQU TREM ENTS Pentium 
200, 32MB RAM 
MULTIPLAYER 2-8 players, 


Internet 


RATING 


defensive walls are but a few. If 
pressed, they will fight (although 
not well). Peasants can even con- 
vert enemy structures into friendly 
buildings. Proper peasant man- 
agement is 50% of the game. | 

Military units start off as basic 
footmen and archers, and may 
also include Ronin or Jihad 
Warriors depending on which of 
the three races—European, Asian, 
or Arabian—is being played. 
Crusaders, Ninjas, and Janissaries 
are high-level troops that can be 
built after developing the requisite 
technologies. Mage towers can 
also be built, allowing construc- 
tion of the most powerful critters 
in the game: dragons, golems, 
and jinn. Military units may be | 
issued specific orders to attack the | 
enemy, defend a specific location, | 
or explore the countryside. : 
Unfortunately, they cannot be ! 
ordered into formation, and when 
the rush is on, combat tends to 
resemble disordered chaos. 

One nice touch in Tzar is the 
ability to assign production or 
military tasks to Al control. 

When building an economy, the 

Al is reasonably efficient; a 

novice player may safely relin- 
quish economic control without | 
disastrous effects. Even when Al 
control is in effect, you may 
override it at any time, assign- 
ing peasants to projects outside 
of the computer’s game plan. 
Militarily, however, the Al is less 
astute. The mere sighting of an 


Polished, conventional real-time 
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A crusade! Greenpeace to the rescue! 


of the Crown 


enemy unit may send a city’s 
entire militia in pursuit. This 
drawback gets worse if the exer- 
cise becomes an ambush; the 
bulk of your army may be 
destroyed, and newly spawned 
units are immediately sent to the 
meat grinder. 

As an opponent, the Al is 
quite challenging, even on easier 
difficulty levels. A favorite tactic 
is to send an expeditionary force 
of foot troops and spearmen to 
neutralize your force, and then 
follow with a mass of cavalry 
and other elite troops to finish 
the conquest. It’s not really pos- 
sible to generate “too many” 
military units, as the Al always 
seems to have a backup horde 
just when you think you have 
them under the heel of your 
boot. And hordes don’t always 
travel in a straight line; often a 
sea-borne invasion or a Cir- 
Cuitous route will produce a 
devastating battle where you are 
least prepared. 

Scenarios can be randomly 
generated or created with an 
included editor. A handful of 
custom games have been includ- 
ed, as has multiplayer capability 
for up to eight players. 
Selectable diplomacy options set 
the stance your units will take in 
relation to other factions: allied, 
enemy, and neutral. Cooperative 
victory is therefore possible, and 
the Al can be set to control any 
number of available slots up to 


DOWNSIDE — 


Evolutionary, not revolutionary 


the game maximum. 

Tzar also offers a single-play- 
er, 20-scenario campaign. The 
story line, in which a young 
prince must ultimately gain con- 
trol over his late father’s king- 
dom, is parceled throughout the 
missions, using special charac- 
ters. Dialog is often hokey and 
amusing, in part, no doubt, to 
translation issues stemming from 
Bulgarian developer Haemimont 
Interactive. The campaign makes 
a nice follow-up to the seven- 
step tutorial, gradually increas- 
ing in complexity. 

Tzar is a well-constructed 
game with few technical glitches. 
The 2D graphics are quite attrac- 
tive when viewed in lighted 
areas, and portions of the screen 
not in direct observance by 
friendly units are darkened in 
traditional real-time strategy 
fashion. By default, though, an 
inexplicable day-night lighting 
cycle is active—peasants can 
build half a city and raise a 
legion of troops before the first 
“nightfall.” This contrivance sim- 
ply offers a visual distraction, 
and thankfully can be disabled. 

All in all, fans of the genre 
should find much to like in Tzar, as 
a challenging Al and popular sub- 
ject matter team up to provide a 
solid game. It will not convert the 
great unwashed, however—in its 
heart, it’s more-of-the-same, a 
canonical game with another pret- 
ty face. —Jeff Vitous 
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Boring graphics, hostile interface, 
requires too much collecting to play 
competitively 


Star Trek ConQuest Online 


A Star Trek potpourri that doesn’t smell so sweet 


ollectable card games are 

dangerous. You start with a 

single starter deck. You buy 
a few boosters. You start build- 
ing decks. And buying more 
boosters. And chasing rare cards. 
And looking for the best price to 
buy a case ata time. $1000 later, 
you re hooked. 

Fortunately, Star Trek ConQuest 
Online isn’t very dangerous, since 
it’s not very good. It’s an online 
collectible card game based on 
The Next Generation series, created 
by the folks at Genetic Anomalies 
(who gave us the very dangerous 
Chron X). But ConQuest is an infe- 
rior game in many respects, 
namely interface, artwork, setting, 
game mechanics, and card rarity. 

ConQuest tries mightily to 
steer away from the feel of cards. 
You play with “pieces” repre- 
sented as the sort of miniature 
figurines you would use in a 
board game, complete with little 
bases to keep them from falling 
over. This works with the charac- 
ters, but it’s rather silly with Borg 
cubes and tricorders mysterious- 
ly floating over discs. Instead of 
building decks, you build 
“groups.” There are no concepts 
like “hands” or “discard piles.” 

Unfortunately, these pieces 
really hurt the game when it 
comes to the way information is 
displayed, the interface and the 
look of the game. Unlike a card 
game, which is designed to lay the 
information out in front of you, 
ConQuest scatters information 
throughout different screens and 
boxes. When you play an item that 
enhances a character or ship, it 
disappears into a buried screen. 
When a character beams onto a 
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The Three Romulans. 


ship, he’s tucked behind a tiny 
“crew” tab on the ship’s informa- 
tion panel. The actual game board 
is horribly inefficient, divided into 
separate screens and subscreens, 
with only the most basic informa- 
tion available from the overview. 
It’s entirely possible to not notice 
that the other player has deployed 
a character, or enhanced a ship, or 
slapped a modification on one of 
your ships. Although the graphics 
are tiny, if you have many pieces 
in one place, they march off one 
side of the screen and you have to 
click on tiny arrows to scroll 
through the line up. 

But the biggest drawback to 
using these little pieces is the way 
they make the game look dull and 
lifeless. With cards, artists have an 
opportunity to breathe life and 
style into a game. Genetic 
Anomalies did this beautifully with 
Chron X, which was set in a brash- 
ly colorful comic-book cyberpunk 
world, drawn with vivid and var- 
ied artwork. But ConQuest is just a 
bunch of faux miniatures with the 
personality of cardboard chits. The 
game's premise, that you're an 
omnipotent Q duking it out with 
another Q, wipes out any sense of 
playing a particular race in the 
Star Trek universe; Riker routinely 
works side-by-side with the Borg, 
Klingon troops are ferried into 
combat on cloaked Romulan ships, 
and everyone's got a few Starfleet 
Admirals in his “deck.” It’s a Star 
Trek potpourri, a stew more con- 
cerned with variety than flavor. 

The mechanics of ConQuest 
Online are somewhat similar to 
Decipher’s Star War collectible 


The “deck building” screen looks 
like toys on a shelf. 


card game, particularly the way 
space and planetside areas are 
separate, but interrelated sub- 
games. In the early stages of a 
ConQuest game, you deploy char- 
acters who generate control 
points, or make a rush to seize the 
planets in the middle of the board 
that generate control points. 
Control points are then spent to 
deploy characters, ships, and 
items. One of the game’s best 
twists is the way the player with 
the most unspent control points 
gets the upper hand in combat. 
This can lead to players saving 
their points, waiting to see who 


will break first and spend them all. 


Making the challenge even more 
interesting are auctions every turn 
where players bid on a card ran- 


USS Endeavor 


Here’s where you make the red 
alert sound. 


domly selected from separately 
built decks. But combat is a con- 
fusing mess; there is almost no 
chance for come-from-behind vic- 
tories, and the player with more 
rare pieces will win every time. 
The rarity of the pieces makes 
the game almost impossible to 
fully explore with the basic retail 
package. Many of the rare pieces 
are built to be used in combos that 
require other rare pieces. Some 
characters can’t even be used until 
you collect the other elements of 
the combo. Activision seems con- 
tent to let brokers camp out on the 
chat channel, advertising rare units 
for sale at a separate online site. It 
seems that ConQuest Online is more 
about making money than pre- 
senting a good game. —Tom Chick 
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The Continuum is a sort of dangerous hyperspace area you can 
use as a shortcut. 


Lemmings 
Revolution 


Another chance to get back at the weasels 


ll is right with the world—the 
A weasels are once again up to 

their weaselly tricks, the lem- 
mings are once again lugging 
around their single-cell brains 
and puzzle-loving gamers are 
once again up to their necks in 
wonderful challenges. Anyone 
who played the original 
Lemmings will immediately rec- 
ognize the primary cast of 
Lemmings Revolution: tiny, pas- 
tel-shirted mammals who lack 
any common sense, and who rely 
on you to give them orders. They 
emerge from their boxes to find 
themselves in dangerous environ- 
ments, supposedly designed by 
their wicked weasel captors, but 
actually concocted by the clever 
humans at Psygnosis. 

The skills you can bestow upon 
your lemmings are also familiar 
to any fan of the original games: 
builders to create stairways, min- 
ers to dig sloping tunnels, block- 
ers to prevent other lemmings 
from falling into nasty situations, 
and so on. While the skills are 
unchanged, most everything else 
is—and for the better. The most 
important and pleasant move is 
from two dimensions to three— 
not the contrived, difficult-to- 
control 3D of Lemmings 3D, mind 
you, but a marvelous adaptation 
of the series’ original 2D design. 
Each level is now cylindrical, with 
platforms and obstacles protrud- 
ing from a rotatable tree trunk. In 
addition to adding a measure of 
graphical interest to the game, 
this happily lends credence to 
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those isolated chunks of terrain 
that defied gravity in the original 
2D version. 

Graphics are among the 
game's strongest suits—wavy 
water, pleasing backgrounds, 
and polygonal chunks of wood, 
rock, and lemming make for 
attractive playgrounds. The 
spiky trees and hanging torches 
that surround the level occasion- 
ally get in the way, but only 
rarely become annoying. 

The original game showed, 
however, that graphics are prac- 
tically irrelevant compared to 
excellent puzzle design when it 
comes to enjoying a game. This 
sequel gives us the dangerous 
combination of both beauty and 
addiction. “Yawner” puzzles are 
quite rare, and the duds even 
more so, while inspired levels 
make up the vast majority of 
Revolution’s offerings. Each puz- 
zle you solve opens up two in the 
next tier of difficulty, allowing 
you to work around any level that 
either doesn’t meet your fancy or 
proves too taxing. 

Any good puzzle should 
require a period of testing, fol- 
lowed by a string of theories 
which mutate from one form to 
another as you periodically slap 
your forehead and say, “Ack! | 
didn’t think | needed to worry 
about that!” Around three- 
quarters of Revolution’s levels 
involve that pleasing routine, 
and a few of them even afford 
you that palpable, tingling 
sense of using your genius. 
Levels which present you with so 
many switches and gizmos that 
your brain instantly melts soon 
settle into the pleasant diver- 
sions that you expect from a 
good puzzle game. 

The bulk of the game’s nega- 
tives lie in its interface. Most 
glaring of all is the lack of sup- 
port for multiplayer—not merely 
the non-inclusion of head-to- 
head play, but the glaring 
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Fantastic puzzles and lovely graphics 


The first few levels initiate you into 
the new paradigm. 


absence of a very simple and 
obvious function: to allow more 
than one person to store saved 
games. There is no way to save 
your progress and let someone 
else take a turn. Starting a new 
game wipes the slate clean as if 
you'd never played. 

The audio environment also 
has its peccadilloes. While the 
familiar Lemmings music is perky 
and enjoyable, it halts every time 
you pause the action—and trust 
me, you'll be pausing more often 
than you blink. It’s also quite 
loud in comparison to the sound 
effects. And, unfortunately, the 
interface has a lemming-like 
memory, forcing you to turn the 
music down every time you start 
up the game. 

A quickly released patch has 
fixed some of the bugs that 
infected the original release, 
such as invisible walls that inex- 
plicably blocked your progress 
on a couple of levels. Still prob- 
lematic, however, are troubles 
with builders (who often don’t 
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The sheer numbers of gizmos and switches can be intimidating. 
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Glitchy interface 
Lemmings : Seve 96 


The puzzle tree allows you to bypass 
levels that don’t appeal to you. 


highlight beneath your cursor 
when they have just finished 
building a stairway), and block- 
ers (who can cause bashers four 
arm-lengths away to mysteri- 
ously quit). 

Finally, it’s natural to start a 
level without checking to see 
how many lemmings you need 
to save, despite the fact that 
this is precisely the first thing 
on your mind once you the new 
level loads and appears. The 
only way to find the answer is to 
quit and restart the level, this 
time noticing how many lem- 
mings you can spare. 

These frustrations are fairly 
unimportant, however, and none 
of them, even taken as a whole, 
will make you sorry you pur- 
chased the game. Selling at 
around twenty dollars, Lemmings 
Revolution offers hours of puz- 
zling pleasure for a great value. 
Select the “buyer” skill and click 
on yourself, and you'll become 
the happy owner of a delightful 
puzzle game. —Dave Perkins 
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ravel back in time again to | 
the days of Duran Duran and 1 
Flock of Seagulls with Volume | 
Il of Hasbro’s Atari Arcade Hits. | 
Volume | included such classics 
as Asteroids, Centipede, Missile 
Command, Pong, Super Breakout, 
and Tempest; plus screen savers, 
the ability for players to upload 
high scores to the Internet and 
lots of interesting factoids about | 
the games. Volume II has all of 
the extras and includes the fol- 
lowing games: Asteroids Deluxe, 
Battlezone, Crystal Castles, 
Gravitar, Millipede, and | 
Warlords. While the conversions 
are arcade perfect, the individual | 
games aren't nearly as strong as 
those in the original Volume (you 
can buy both Volumes in a single 
package, which is just too much 
retro gaming for any human to ! 
possibly handle). 
As for the individual games, | 
Asteroids Deluxe is merely a more 
difficult version of the original, 
but that’s not necessarily a bad 
thing. It’s always been a wickedly 
hard game, and still is. The key- 
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Warlords: Not the SSG game, though 
it does have strategy (but no 
bump-mapping). 
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Atari Arcade Hits 
Volume {I 


Let’s do the time warp again 


board is a good substitute for the 
arcade controllers, and running at 
1024x768 resolution (ooh, take 
that 3D shooters that run too slow 
at that resolution) gives it a suit- 
ably vector-graphic look. 

Battlezone is one of those old 
games that just feels really... 
old. While you can get a quick 
visceral shoot-em up feel with 
Asteroids, playing this game is 
rather boring. The vector graph- 
ics are reproduced perfectly, but 
without the dual joystick control, 
it's just not the same. Oh, and 
let’s face it, there’s not much 
gameplay here. 

Crystal Castles suffers the 
most from the lack of a true 
arcade controller. While you 
can’t fault the visual and aural 
reproduction (they even simu- 
late scan lines from the TV), the 
mouse just doesn t cut itasa 
controller. The original game 
relied on a lot of fast move- 
ment—you essentially spun the 


track ball to get your bear across 
If the controls worked 


the screen. 
better, this game would be one 
of the better in the collection. It 
still holds up surprisingly well 
(within obvious limitations). 

More entertaining than your 
average science class, Gravitar is 
an interesting combination of 
Lunar Lander and Asteroids. 
Wickedly hard, it models a lot of 
different forces on your player 
ship, particularly gravity and 
momentum. It’s really too hard to 
be very entertaining. 

Millipede, the sequel to 
Centipede, takes the Freudian 
original and ramps up the chal- 
lenge. As with the original, it was 
always one of the more popular 
games with women, for obvious 
reasons (or maybe sometimes a 
cigar is a cigar). Unlike Crysta/ 
Castles, the mouse is a good sub- 
stitute for a trackball. It’s hard 
not to wish they had turned this 
into more of a Jungian action 
game instead of sticking with 
Freudian psychology. 

Finally, Warlords is a weird 
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Good for a few laughs. 
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Some jokes aren’t funny. 


Millipede: More Freudian fun. 


breakout variant playable by 
four players. A fireball shoots 
across the screen and knocks out 
blocks on your castle. You can 
knock it into opponents’ castles 
with a little... thingie. Who 
knows what’s going on here, but 
it’s pretty entertaining, espe- 
cially as more and more fireballs 
are released. 

Hardcore arcade fans will be 
interested in the supplementary 


Battlezone: A beri baie 3D scculanden 
support really hurts this game. 
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materials, which show all of the 
old advertising and Atari 2600 
versions of these games (these 
are truly frightening—behold the 
awesome glory that is 2600 
Millipede). But some of the 
games will also appeal to people 
looking to recapture a bit of the 
glory of their youths... it’s great 
to have a reminder of how much 
you really sucked at most 
videogames. —Steve Bauman 


Gravitar: Who didn’t learn sent 
gravity from this game? 
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Crystal Castles: A lack of full-screen anti-aliasing really keeps this from taking off. 


Deep grasp and insight into Medieval 
and Renaissance tactical warfare. 
Smooth interface, strong Al 


Medieval {I 


“A Muse of Fire” 


h, the middle ages. No, not 
A the time when you turn 40, 

but the days when knights in 
armor whacked the bejezus out of 
their fellows, slaughtered peas- 
ants in droves, and generally 
raised hell on horseback. This is a 
perfect subject for a wargame, 
and Incredible Simulations is 
happy to oblige. And this time, 
Jeff Lapkoff’s game delivers an 
Edward IIl-sized whallop. Unlike 
his first swords and Saracens 
effort, Medieval I] is good across 
the board. 

With the sequel, designer Jeff 
Lapkoff has corrected the flaws 
that bedeviled the earlier game. 
A turn-based tactical simulation 
with scales averaging twenty-five 
yards per hex and fifteen min- 
utes per turn, it modeled weapon 
systems, unit morale, fatigue, 
and formations very well. Where 
the game stumbled rather badly 
was movement—units were 
moved individually, thus making 
the linear movements of the peri- 
od tedious. Nonetheless, the 
game acquired a following and 
the map and unit editors allowed 
for the creation of many interest- 
ing scenarios. 

The movement flaw has been 
eradicated with great panache by 
“wing actions.” A selected leader 
can order his formed troops with 
his command range to advance, 
retreat, fire missiles, attack, and 
regroup. Not only does this allow 
for historical tactics but it also 
speeds up play. These commands 
can easily simulate a Crusader 
charge but battles don’t have to 
be rugby scrums. Use of the 
regroup, fire, and advance orders 
during turns allows for the subtle 
feints and missile disruption char- 
acteristic of the more interesting 
battles. The other major improve- 


THE GOOD 
Wargame 
“PUBLISHER incredible 
Simulations 
Pentium 
233, 16 MB RAM 


MULTIPLAYER 2 players, 


Hotseat, PBEM 


i ‘| 
I 
t 
I 
I 
| 
| 
l 


EVERYONE 


aa KK 


et Ill TTDI IEEE OLA 


Oe fone Bete fre fee eterno Sterne tee 


Graphics are difficult to read 


ment is opportunity missile fire, 
including the arquebusiers and 
slow-firing bombards of the early 
Renaissance as well as archers. 

These improvements make the 
thirty-six scenarios fun and 
instructive to play. The scenarios 
cover the period from 1015 to 1525, 
concentrating on northern Europe 
with only one scenario from the 
Crusades and one involving the 
Byzantines. This selection provides 
insight into the gradual evolution 
from cavalry-based armies to the 
primacy of foot soldiers. Thus, the 
charging masses of nobility 
decline in effectiveness due first to 
Swiss pikemen and English long- 
bowmen then to the initial, hesi- 
tant introduction of gunpowder. 

The game’s only weakness is in 
its presentation. While animation 
would have slowed action, seeing 
formation changes would be help- 
ful. The font used in the informa- 
tion windows is small and 
cramped. The difficulty this pre- 
sents is more annoying than criti- 
cal; even players with aging eyes 
will get used to it. 

Medieval II's database, game 
play, and superior Al captures the 
essence of the period. You can 
expect hours of enjoyment from 
the original scenarios and even 
more informative entertainment 
from the many scenarios sure to 
follow. —Jim Cobb 
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Robin Hood and friends hold off 
the Normans. This view is zoomed 
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Rash French troops charge prepared 
Spanish defenses at Bicocca. 
Zoomed out, maximum information 
is shown (if you can read it.) 


Brand-new tasks, cases, and ailments 


If System Shock 2 took place in a hospital... 
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Same old problems 
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Emergency Room: 
Disaster Strikes 


Lights! Camera! Traction! Handle trauma 
to your heart’s delight 


been misdiagnosed, admin- 

istered incorrect treatment, 
and subjected to prolonged 
delays in the emergency room. 
Now, to top it off, he’s dead. 


l} ncle Billy has a problem. He’s 


Welcome to day one of Emergency | 


Room: Disaster Strikes. Rest 
assured, for the early part of the 
game, the ‘disaster striking” will 
probably be you. Persevere 
through the initial stages of 
bewilderment, though, and the 
game proves to be a challenging 
and entertaining experience. 

Disaster Strikes takes place both 
inside and outside of the hospital 
walls. As its title would suggest, 
you can choose to work at one of 
three disaster sites following a fic- 
titious earthquake in Los Angeles. 
The action concentrates fully on 
diagnosing and prescribing 
appropriate treatment to patients. 
Gone is the operating table, 
replaced with a heavier workload 
and more stringent time con- 
straints—handling trauma cases in 
rapid succession. 

What cases they are, too! Say 
what you will, but earthquakes 
offer a target-rich environment for 
wildly diverse injuries. Forget the 
innocuous sore throat and nag- 
ging back pain cases of old, 
because the new breed of ailments 
will let you tackle heart attacks, 
internal bleeding cases, first- 
degree burn victims and severe 
lacerations. An added twist 
requires that patients be shuttled 
from the accident scene to the 
hospital, which adds to the tension 
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of keeping them alive. 

Legacy Interactive addressed 
some of the smaller, but nagging, 
problems so evident with the 


Emergency Room titles of the past. 
The revamped installation process, 


for example, no longer requires 


being nursed to health before play 


commences. The Health-O-Meter, 
a visible indication of a patient’s 
“remaining life,” now offers 
you more precise situational 
awareness during diagnosis. Still, 


despite all the welcomed fixes, the 


game suffers from a lack of feed- 
back (for example, no readily 


accessible patient history will show 


you what procedures you've done 
so far) and often-incontextual 
help in the form of a grumpy 
Nurse Ratchet. 

Disaster Strikes won't appeal to 
those with tender feelings, as its 
gruff advice and scathing 
appraisals of a player’s perfor- 
mance border on insulting at 
times. Overall, though, plenty of 
interesting tasks and various 
macabre afflictions make this 
game considerably better than its 
predecessors. —Anne Royal 
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Beach Head 2000 


Get off my beach! Get off my PC! 


early 80's? C-64? Amiga?) 

arcade shoot ‘em up series 
Beach Head is back—and this 
fourth iteration, now from Digital 
Fusion and WizardWorks, is all 
spruced up (well, to Deer Hunter 
specs anyway) and ready for 
those gamers who thought the 
Omaha beach sequence in Saving 
Private Ryan pretty damn cool. 
Let’s dispense with such niceties 
as the Golden Rule, daffodils, and 
afternoon tea with your grand- 
mother. Instead, take a sharp tap 
into the dark and bloody recesses 
of the ancient reptilian brain. 
Let’s make the other poor, dumb 
bastard die for his country. Let’s 
rock the casba. 

In Beach Head 2000, you are a 
one man Festung Europa. 

Leonidas and all 300 pumped-up 
Spartans wrapped up into one 
grinning, single-minded, defend- 
er of a stretch of lonely beach. 
This beach out beyond your invisi- 
ble but magically shielded bunker 
is your killing field—and killing is 
your business. And business is 
very good. 

In an unlimited number of lev- 
els, ever increasing hordes of 
anonymous marines (the game has 
a disclaimer that basically states 
that these guys belong to no army 
of any nation in the world—what a 
relief), tanks, APCs, barges, heli- 
copters, and planes have, for some 
reason, picked your beach to party 
on. And they’ve picked the wrong 
beach. You're no Frankie Avalon. 
You've trained for this moment all 
your life, and the order stamped 
on your steely heart is simple: no 
black triangle-wearing male off- 
spring of a female dog is gonna 
take this beach. You're here to kill 
them (of course, they’re also here 
to kill you) and, in doing so, rack 
up points towards the ultimate 
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High Score. You have an anti-air- 
craft (AA) gun as your main dis- 
penser of grief amongst the 
infantry, an anti-tank (AT) gun for 
those pesky APCs and tanks (they | 
can also take out barges), surface 
to air missiles (SAMs) to swat air- 
borne threats, infrequent off- 
screen artillery support, and a .45 
automatic pistol to... well, get to 
this point and it’s pretty much 
Game Over. 

And basically that’s the whole 
enchilada. Simple. To the point. 
Zen and the Art of Beach Clearing. | 
In the years since the first three | 
Beach Head games, this clarity of 
purpose, this no-nonsense raison 
d’etre hasn't changed a bit. And | 
herein lies the major problem; it’s 
an outdated concept, covering-up 
the fact that these games had little | 
or no Al programming. It’s just 
wave after increasing wave of kill 
or be killed. 

The key to victory (ona level to | 
level basis—no one can actually 
win this game) is ammo. Ammo is 
dear throughout the game and re- 
supply of both bunker shielding : 
and ammo is only possible if you 
shoot the parachuted supply 
crates your cargo planes drop ran- 
domly in your vicinity (and, of 
course, they are difficult to hit— 
and should you accidentally down 
that cargo plane, you re up the 
creek for that level). Each level has 
different ammo/weapon availabil- 
ity. Early levels feature limited 
infantry, air, and armor attacks, so 
you may or may not have many 
SAMs, or rounds for your AT— 
though you will always have 
access to and a beginning amount 
of ammo for your AA. Later levels 
become a nightmare of planes, 
tanks, and ever-advancing 
infantry (and paratroops)—and 
this is where “strategy” comes into 
play. Resource management 
(expending and conserving 
ammo). Prioritization (who to kill 
when and how). Luck (did | really 
hit that tank?). Years of Attention 
Deficit Disorder (Being here, there, 
everywhere at once). These are 
the workhorses of a successful 
anti-invasion strategy. Not to 
mention corporate suitability. 

Graphically, Beach Head 2000 is 
a mixed bag of good and 
mediocre. The infantry look like 


digitized national guardsmen (or 
maybe one weary guardsman infi- 
nitely reproduced) that perform 
rudimentary combat maneuvers 
(aim, crouch, lob grenade, die)— 
except for that all important hit 
the deck and dig into the sand 
one. Aircraft and armor get better 
treatment and are quite detailed 
even at close range. Terrain is 
ugly and pixilated in the fore- 
ground but is serviceable as you 
gaze farther out. Still, there isn't 
much to see—it’s a beach: sand, 
surf, a few bunkers.... The war- 
ships in the distance look like cut 
and paste bitmaps and are static 
and play no part in the game (in 
the first game, you had to sink 
ships) except to give the illusion of 
an invasion fleet. Weapon effects 
and sounds are pretty good with 
bullet and cannon fire sending up 
sprays of sand and water as the 
infantry screams and throws up 
their arms or goes cart-wheeling. 
Hitting aircraft with a SAM pro- 
duces very nice booms and 
debris-filled explosions. Aside 
from the combat aesthetics, BH 
2000 is basically an updated Deer 
Hunter series: just swap out armed 
soldiers and vehicles for deer, and 
replace regional scenery with a 
single beach. 

Ultimately, the game wears 
thin—and quickly. The first dozen 
levels are pretty manageable but 
then it becomes an exercise in 
frustration; the “juggling twenty 
things at once” factor becomes 
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much too high. “Save often” 
should be your mantra. Aiming 
your weapons is an exercise of hit 
or miss against 2D terrain (who 
needs depth perception anyway) 
with only tracers to guide your 
rounds—a cross-hair option would 
have been nice, but probably 
would have made the game too 
manageable—and you are always 
at a disadvantage (with limited 
ammo, weapons, shielding, etc.). 
The casual gamer, at whom this 
game is seemingly directed, may 
enjoy the cathartic nature of blast- 
ing away at the armies of his/her 
personal grudge or animosity, but 
the lack of variety (you do the 
same thing over and over again 
from the same bunker—just quick- 
er and more often) and the resul- 
tant brain-overload will have even 
the most tolerant (or naive) gamer 
shelving this piece of software 
after a few hours. 

Some days it just ain’t worth 
spending $20 to defend beach 
front property. —Bil/ Hiles 
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Interesting premise 


Think the developers for this game 
saw The Matrix a few too many 
times? 


Al Wars: The Awakening 


A 3D action/adventure for cyberpunk wannabes only 


so few computer games are set 

in cyberspace (which is, after 
all, the quintessence of computer 
technology). Excellent novels like 
William Gibson’s legendary 
Neuromancer or Tad William’s 
Otherland series—not to mention 
films like The Matrix— have shown 
that the setting is rife with creative 
possibilities. Al Wars aspires to be 
an action/RPG somewhat along the 
lines of System Shock 2. Your 
avatar explores a complicated 3D 
environment in search of the cash, 
passwords, and technologies nec- 
essary to achieve your goals, 
deceiving or fighting its way 
through hostile ICE programs and 
data locks along the way. You will 
encounter neutral and even 
friendly Al’s along the way, but 
the central focus is on exploration 
and combat. 

Your A/ Wars avatar spends its 
entire existence within the net 
attempting to achieve one of three 
grandiose goals—immortality (by 
transferring your human con- 
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sciousness into the net), control of 
cyberspace (by placing backdoors 
in every major system), or the cre- 
ation of true Al (by bringing your 
avatar to full awareness). 

These goals are played out 
against the colorful backdrops 
produced by the shareware 
Genesis 3D engine. Though it’s 
incapable of the subtleties of more 
advanced graphics packages, 
Genesis does a fine job conveying 
the arbitrary, artificial nature of 
the net environment, where realis- 
tic lighting effects and texturing 
could be considered unnecessary 
or even inappropriate. 

Finding your way through these 
environments is too difficult, howev- 
er. Each system you enter connects 
with many others via numbered 
doors. Despite the fact that you're 
essentially a living computer pro- 
gram, you have no ability to label 
these doors even after you've 
explored the nodes that lie behind 
them. Worse yet, there’s no automap 
function of any kind. The unpleasant 
combination of these two factors 
forces you to rely on pen and paper 
mapping, which is both inconsistent 
with the game fiction (what are you? 
ROM?) and irritating. 

The exceptionally poor docu- 
mentation is another irritant. 
While bad manuals are becoming 
the industry standard, the one 
that comes with A/ Wars is crimi- 
nally pathetic. For example, while 
the manual does mention that the 
right mouse button makes your 


Data retrieval programs wander all 
over the Al Wars net. Destroying 
them sometimes yields passwords 
and cash. 


avatar jump, it does not add that 
multiple clicks enable you to levi- 
tate in certain areas where you can 
“ride the data-stream.” Since levi- 
tation is the only way to move in 
many parts of A/ Wars—including 
the entry area of the game itself— 
this little omission causes a lot of 
easily avoidable frustration. There 
is a patch available that adds a 
tutorial to the mix, and it does 
help... but not quite enough. 
Combat has its frustrations as 
well, but at times it is quite 
entertaining. While A/ Wars is 
not a true first-person shooter 
(there are definite adventure 
and RPG elements to the game), 
shooter-style fighting plays a 
significant role. On the down- 
side, enemies tend to get hung 
up On corners or stuck in door- 
frames a bit too often. Your two 
offensive weapons, IRC (a para- 
lyzer that forces its victim to cal- 
culate p for a short time) anda 
virus attack that does both 


DOWNSIDE 


Steep learning curve coupled with 
poor documentation, needs an 
automap feature 


[above] It’s like WalMart for hackers! 
This market node offers everything 
a cyberpunk’s heart could desire. 


[below] Eat hot lead... er... zeroes! 
The warden ice on the receiving end 
of this virus blast will soon be 
destroyed. 


immediate and long-term dam- 
age, don't offer much variety. A/ 
Wars does boast a number of 
defensive and stealth software 
tools for would-be lords of 
cyberspace, ranging from fire- 
walls that block incoming 
attacks to the expensive (but 
very useful) masquerade pack- 
ages, which deceive enemy sys- 
tems into believing that you 
belong there while you crack 
their defenses. Both offensive 
and defensive systems can be 
upgraded to higher effectiveness 
levels if you can steal enough 
cash and find a market selling 
the tools you crave. 

Multiplayer games can be set 
up in three modes: standard 
death match, a race to accumu- 
late cash, or a race to control the 
net. Finding multiplayer oppo- 
nents is currently difficult, how- 
ever, and the large size of the 
game setting means that two 
players can play for a long time 
without interacting at all. 

In short, A/ Wars isn’t truly ter- 
rible, but it’s not really very good 
either. Its steep learning curve, 
lack of documentation, and ini- 
tially confusing environments can 
generate quite a bit of frustra- 
tion. If you have the patience to 
play around these problems, the 
game world has some depth to it. 
Fans of the cyberpunk genre may 
feel at home here, but the aver- 
age gamer probably won't. 
—Dave Markell 
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he fine folks who brought us the 
1998 and 1999 editions of ! 
Microsoft Golf have teamed up 
with Golf Magazine and a consor- 
tium of Myrtle Beach tourist prop- | 
erties and businesses to produce 
World Tours: Myrtle Beach Tour, a 
golf simulation that can be down- 
loaded for free from Golf 
Magazine’s www.aboutgolf.com 
website. The game is built around 
a Tour Series that will showcase a_i 
particular golfing locale or brand 
name, and in this case offers 18 
holes from various courses located 
in the famed golf belt of the same | 
name. So what is the catch? 
Myrtle Beach Tour is free for 
download. If you have the band- 
width, or the time, you can down- 
load the game and all its add-ons, 
which range from sound files and 
extra golfer models to a practice 
range and tutorial covering the ! 
four swing modes offered in the 
game. The download size will : 
range from approximately 4OMB 
for the core game executable to 
well over 200 including all the 
add-ons. It should be noted that 
the current downloadable version 
of the game includes only medium 
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Play the tour 


resolution graphics, with a hi-res 
version coming soon according to 
the website. If you do not want to 
bother with downloading the 
game you can purchase the CD, 
which includes the hi-res version 
and all add-ons, for a mere $9.95 
directly from the website. ! 
So what do you get for free? ! 
According to the AboutGolf web- | 
site you get a game that incorpo- 
rates “State-of-the-art 3D technol- 
ogy” and is touted as ’a sophisti- 
cated golf simulation that out- 
shines the others on the market 
that cost $50 or more”. That’s a bit 
of hyperbole; the graphics look 
dated by today’s standards and 
are unimpressive for a game tout- 
ing itself so highly. The golfers are 
pasted onto the course, look out of 
focus, and often stand directly on 
top of course features, such as 
bushes, making things look that 
much worse. ! 
What you do get is a reasonable 
golf sim that, considering it’s free, 
is not a bad deal. You also get a 
series of advertising banners that 
frame the option screens within the 
game, linking you to all of the golf 
courses and businesses in the 
Myrtle Beach area that have paid to 
bring you this game at no charge. 
Course options include all of the 
typical environmental settings 
such as wind direction and speed, 
ground conditions and even air 
temperature. Player options offer 
everything from the typical player 
model choices and skill level to 
more intricate options such as shot 
shape and spin. You can even 
choose between the types of ball 
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User-friendly online play—Online tour- 
naments and skills competitions for 
real prizes. Low-res version is free, 
high-res is only 10 bucks 


[left] Let the sales pitch begin 
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Advertisements distract from what 
is already an average golfing 
experience 


[middle] Several course options can be found among the advertising. 


[right] One sure way to keep those golf shoes clean...hover. 


you want to play, from a two-piece 
to a wound Surlyn or wound balata 
ball. (ust like in Microsoft Golf, 
oddly enough). 

Myrtle Beach Tour plays like a 
run of the mill golf game; it’s nei- 
ther a great game nora terrible 
game. Ball flight seems exaggerat- 
ed in that the ball tends to fly off 
the tee then dive for the fairway. 
In addition the ball seems to jump 
off the club well before the club 
head reaches impact position. You 
get the standard two and three- 
click swing modes as well as a 
fairly easy-to-learn mouse swing. 
The mouse swing is coarser in 
shaping shots than others on the 
market, but serves its purpose. A 
“sim” mode provides a one-click 
solution that is well suited for the 
rhythm-challenged crowd that still 
wants to get in a round. 

One feature it has going for it is 
in its Internet play. This is where 
the game appears to be focused. 
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vacations beyond your expectations. 
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Virtual golf makes its way to the internet...at least it’s free 


There are several options for online 
play, from head-to-head with 
friends to tournaments sponsored 
by various golf equipment manu- 
facturers complete with prizes 
ranging from golf balls to clubs. 
In addition, there are several 
sponsored skills competitions such 
as closest to the pin and long 
drive challenges available that 
also have various prizes for the top 
three finishers. Bring your “A” 
game though for one “closest to 
the pin” challenge had the top six 
players put it straight in the hole 
on a 180-yard par-3 complete 
with a 28mph crosswind! 

Myrtle Beach Tour professes 
itself to be a state-of-the-art golf 
sim, but instead is more accurately 
state-of-the-art marketing 
wrapped around an average golf 
sim by today’s standards. Then 
again, it is free. —Alan Lackey 

More information can be found 
at www.aboutgolf.com. 
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An example of the variety of online skills competitions that is available. 
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Cricket 2000 


Overs and out:EA Sports bowls a bad game 


A Sports and cricket. Doesn’t 

exactly roll off the tongue now, 

does it? You'd be hard pressed 
to come up with a more unlikely 
pairing. Matching one of the slow- 
est paced, most genteel sports on 
earth with the gaming company 
best known for nitro-buming looks 
at baseball and hockey would 
seem to be one of the worst combi- 
nations since Julia Roberts walked 
down the aisle with Lyle Lovett. 

And you know what? It is. 
Cricket 2000 is an undeniably poor 
effort, a second-rate title in almost 
every way: it’s horrendously 
buggy, seems unfinished in many 
areas despite being little more than 
a repackaging of Cricket World Cup 
99, features unresponsive controls, 
and simply doesn’t replicate the 
real sport in any recognizable way. 
Frustration sets in during the first 
innings and only the most patient 
gamer this side of Capetown will 
get through 50 overs more than a 
couple of times. 

Cricket 2000 is essentially the 
standard EA Sports formula 
applied to cricket. The game is 
arcade-oriented, meaning that 
you take to the pitch and control 
your bowlers and batsmen with a 
gamepad. You can apply spin, 
seam, and cut to each ball 
bowled, and direct batsmen to hit 
power strokes to any angle 
desired. As far as management 
goes, you can adjust your fielding 
formations, make substitutions, 
and select your captain, wicket 
keepers, and bowlers. 

There are four gameplay 
options. First stop for any newbies 
should be Training Mode, which 
lets you hone your skills indoors. 
From there you can play a One Day 
International, set up a World Cup, 
or skip the preliminaries and jump 
right to the World Cup Super Six. 
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All the major national sides are 
featured in the game, including 
England, India, Pakistan, 
Australia, and New Zealand. 
Matches can be played in the most 
famous cricket stadiums from 
across the globe. Most of the bet- 
ter-known county pitches from 
England are included, along with 
international facilities in Calcutta, 
Melbourne, Auckland, and 
Johannesburg. Six of the venues 
are new to this year’s game, as is 
the ability to play night matches. 

Of course, even the most com- 
prehensive feature set can’t save a 
bad game, which Cricket 2000 
undoubtedly is. First of all, it’s 
apparently unfinished. This is 
obvious from the first menu screen, 
which features blocky, out of focus 
fonts that were apparently ren- 
dered by Mr. Magoo with the aid of 
the Hubble Telescope. It looks like 
this at all resolutions, in both 16 
and 32-bit color depths. It doesn’t 
end there. The game is very crash 
prone, dropping to the Windows 
desktop on a fairly regular basis. 
The initial crash actually rendered 
the game unplayable using the 
standard shortcut that loaded the 
front-end movies before the game. 
Switching to the alternate icon that 
skipped these flicks was necessary 
to avoid seeing a blank screen 
when the game loaded. 


Roane 


Decent commentary, good game 
options 


This “behind the batsman” look is where you'll spend much of the game. 


Gameplay is filled with frustra- 
tions, both major and minor. 
Computer-controlled bowlers 
cause a number of brief hesita- 
tions during their deliveries. 
Animations will typically “stick” 
three or four times both before the 
ball is released and while it’s in 
mid-air, making proper batting a 
near impossibility. Gamepads are 
often unresponsive while both 
batting and bowling. Moving a 
batsman into position is a trial in 
frustration since the pad usually 
takes a moment or two to react to 
your thumb. When it finally does, 
you've inevitably overcompensat- 
ed and pushed too far, leaving 
your poor batsman unprepared for 
the strike. Welcome to Wicket City, 
population one. Buttons also have 
a habit of ignoring you for a 


seats yi 


Training is necessary to get batting down, though having to do it indoors 
makes it impossible to tell if you’re really making solid contact. 


! Gameplay, graphics, very buggy 
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| moment or two, particularly while 
bowling. Expect to hit the apply 
spin button a number of times 
before the function kicks in. 

Even if you can overlook these 
basic flaws in the game engine, 
Cricket 2000 falls apart on the 
| field. While the ball moves realisti- 
' cally off the bat and from the 
bowler’s hand, there’s no friction— 
meaning that almost everything 
rolls to the boundary. Like Cricket 
World Cup 99, bowling remains 
too easy and batting too hard. 
Scores are far from the norm 
' recorded in Test Matches around 
the globe. They tend to resemble 
baseball—well, baseball as played 
; at Coors Field or Enron Park this 
season, anyway—more than real 
life cricket. 
| The presentation lacks any sort 
of polish. Visuals are at least three 
years behind the times, featuring 
pixilated players, awkward anima- 
tions, and blocky stadiums that 
would have been at home in Triple 
Play 98. Players tend to walk right 
through anything that gets in their 
way. Audio is fairly nice, courtesy 
of some appropriate in-game 
effects like the smack of ball 
against both bat and outstretched 
hands and a nicely-accented 
“Howzat?” whenever a challenge is 
raised or a ball caught. 

Cricket 2000 just isn’t an 
enjoyable game in almost every 
way. It’s ashame, because cricket 
is an under appreciated sport that 
truly deserves a good action-ori- 
ented computer counterpart. Until 
one shows up, however, cricket 
fans are advised to stick with 
| managerial games like Empire’s 
' excellent International Cricket 
! Captain 2000. —Brett Todd 
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0 you judge chess programs 

based on how many cool Star | 

Wars or Pokemon chess sets 
are included? Do you expect your | 
program to include pictures of | 
opponents, ranging from a wild 
haired Einstein look-alike to a 
earnest young lady to a cute : 
Freddie the Frog? If so, Rebel 
Century is not going to be your 
cup of tea. This is hard-core ! 
chess, for the serious chess stu- ! 
dent. Ed Schrdder has been pro- 
ducing top-notch chess software 
since 1985—software with an | 
emphasis on playing strength, 
playing style, and a plethora of 
options for chess study and tour- 
nament preparation. 

The first sign that Rebe/ 
Century isn’t targeted at the Best 
Buy crowd is the fact that it’s a 
DOS program. It runs just fine in 
full-screen mode in Windows, but 
the interface is clearly not as slick 
as one might expect ina program | 
released in the new millennium. 
Still, the interface is as functional 
as it needs to be for the task at 
hand, which is playing a really 
fine game of chess. How strong is | 
it? Let’s just say you aren't going 
to beat this beast at its full 
strength unless you happen to be 
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If you think White is winning in this position, you may need Rebel Century’s 


Rebel Century 


A serious chess program for serious players 


TCA 
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an International Grandmaster. 
Thus, as in most modern chess 
programs, Rebel Century provides 
a variety of ways to weaken the 
program to a level that gives you 
a fighting chance, such as reduc- 
ing the ply depth or the time per 
move allowed the computer. 
Rebel Century also includes a 
“club player” personality, which 
attempts (with a great deal of 
success) to play like a fallible 
human, sometimes missing a 
winning move or making a 
pawn-losing mistake. 

This concept of “personalities” 
in a chess program, as customiz- 
able opponents for which you can 
create a certain playing style by 
modifying various parameters, has 
been standard fare in recent chess 
programs, but never before to the 
level of tailoring allowed in Rebel 
Century. The usual predefined 
personalities of famous 
Grandmasters are included, but 
Rebel Century’s real bonus is the 
versatility of creating your own 
personalities. In addition to the 
basic parameters provided, such 
as the value placed upon each 
piece, aggressiveness, and so on, 
so many other play features can 
be tweaked that the Rebe/ website 
(www.rebel.nl) includes detailed 
instructions on how each of the 
changes can affect the program’s 
play. In addition, new personali- 
ties are available for download by 
registered users. 

Rebel Century's default play 
style is quite positional, playing a 
strong strategic game as opposed 
to the highly tactical “piece grab- 


as ES engine meandch 
very human-like play : 
| XJ DB-FILES | SEARCHING | D LQUERVIEWS {U1 

‘baameartoctnel infag duc Gai JuUMMOnGNS iuaaHY 


— Black Score Date Free i 


White 


Combinat— Bd3xh7 
Combinat— e5xf6 
Combinat— Nb6xd7 
Combinat— Qc4xc6 
Combinat-— NeS-f7 
Combinat— Ne4-f6 
Combinat— Bd4xg? 
Combinat— Rc2-c1 
Combinat— Qd2-—h6 
Combinat— Ne4-d6 
Combinat— Qd2-b4 
Combinat— Qc3xd4 
Combinat— RdSxd6 
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Rebel Century includes over 500,000 games in its database. 
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This is only a subset of the parameters that can be modified to create 


personalities. 


bing” style of some mass-market 
chess programs. This results in an 
opponent that feels more like a 
human and less like a machine. 
While many chess programs claim 
to have large opening books, it’s 
doubtful that any of them have 
larger books than this game’s, and 
it’s very doubtful that any have 
better opening books. Building 
upon previous Rebel versions’ 
encyclopedic opening books are 
an additional 130Kb (65,000 
moves) of new opening theory. If 
that’s not enough for your studies, 
another three megabytes of open- 
ings are available on the CD-ROM. 
Want more? If you'd like to 
study the wisdom of the chess 
ages, over half a million games are 
at your fingertips in the included 
database. Still not enough? Get a 
life. Just kidding! This is the life. 
Even more games are available in 
the Rebel Subscription Area at the 
Rebel website, typically new 
Grandmaster/International Master 
games from recent tournaments. 
Search tools allow you to easily 
find games of interest based upon 
anything from openings to players 


to positions, including finding a 
position that you are currently 
playing. As you might expect in a 
program at this level, importing 
and manipulating games to create 
your own specialized databases is 
a snap. Analysis tools are plentiful, 
versatile, and powerful enough to 
help prepare any level of player 
for competition. 

As previously stated, Rebel 
Century is not designed for the 
chess beginner (unless you're a 
serious beginner in desire of study 
tools). The DOS nature of the pro- 
gram may likely necessitate some 
tweaking to run on Window 95 
and higher systems, although once 
up it runs very smoothly indeed. 
Many of the options require some 
studying in order to get the most 
out of them, and the online help 
files assume you're not a novice. 
On the other hand, if you’re a seri- 
ous student of the game, Rebe/ 
Century is pretty close to a must- 
have. —Jeff Lackey 

Rebel Century can be purchased 
online from several dedicated 
chess stores, such as www.gambit- 
soft.com. 
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4 Lackey Jeff = ~ Fritz 6 
C55 Level=Friend mode. 28.05.2000 (Fz 6 (90s)? 
/1.e2-e4 055 Two Knights: 4 03,404 exdd 5 e5 and Max Lange Atta 
-87-e5 2.Ngi-f3 NbS-c6 3.Nbi-c3 Ng8-t6 4.Bf-c4 Bfé-c5 5 
/d7-d6 6.d2-d3 Bc8-g4 7.h2-h3 ERE! 
S.g2-94 Nd4xf3+ 10.Qd1xf3 Bhd-g6 114.Bct-g5 Qd8-c8 
: [Q11_.c7-c6=is a viable option ] 
“aBgsxtet g7xf6 13.0f3xf6 Rh8-g8 14.Nc3-d5 Threalening mat 
Qi-e?7 Qc8-d7 
{ 14... Qc8-dBi?+ ] 
| 18.Qf6-43+- 0-0-0 16.Nd5-16 Qd7-e7 17.Nféxg8 Rdexgs 
+ [18Kg1-f1 Rg8-h8+-] 
§48...Qe7-8 
i [18.h7-h5 19.Kg1-ff Rg8-hS 20KH-e2+-] 
19.c2-c3+- Of8-g7 
] [19,.BeS-b6 20.a3-a4 a7-a5 21 Rai-b1+-} 
20.b2-b4 Be5-b6 21.Rei-e2 Kce8-bs 
[Q21..a7-a6+-] 
22.h3-h47? with this move White loses his initiative 
[22.43-a4 c?-c6+-] 
22...Q97-£87? throwing away the advantage 
{Q22..Bg6-h5! would bring relief 23.Qf3-g2 BhSxg4t] 
= 23.Kgi-h2 a7-a6? 
[23..h7-h5 24.94-95 Qie-e8+-] 
24.h4-h5 Qf8-h6 25.Kh2-g1 
[a25.Qf-f6+- nails if down ] 


Lackey Jeff - Frit 
_ Level-fiieng node. 21.06.2000 
4MB, senerai.cig. cb570780-c 
“}.e2-e4 c7-c5 2Nb1-c3 e7-e5 3Ng1- i 
-¥-f6 4Bfi-c4 Bi8-e7 50-0 Nb8-c6 
_$.d2-d3 b7-b6 7 Bci-e3 Bc8-b7 8.a2- 
“Ne6-a5 9Bc4-a2 Bb7-c8 10 Nc3-d5 
‘47-95 11Rft-e1 Be7-d6 12. Qd1-d2 
85-67 13.2-h3 Ng8-e7 14 Nd5xf6+ 
e8-f8 15.Be3xg5 Ne7-d5 16.Nf6xd5 
6-28 17 BgSxd8 Nb7xd8 18.Qd2-95 
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pie aise ey een +] (25..Bg6xh5-+ 26.Kg1-f4 
Sn Saesocins B.nc3-o4 Beas 8c Nes-a4 19.0R-a1 b7-b5 11.NadxcSdémcé | [ 26 Re2-e3 doesn? do any good Rg8xg4+ 27.Qf3xg4 BhSxg4 
- | 28Rat-e1-+] 
au oS NOU ot W.0D-c Tt mesees | | 26..Bh5-g6 
SS-of Ghia O.CuITNES Nett 9.C-<1 b7-b5 11.NaecSbsece , | [ 26. BhSxg4 27 Qf3-g2 Bg4xe2+ 28Kfixe2 RgSxg2-+] 
<1 | 27.Re2-e1 


Fritz 6 


[left] You can select from seven different chess engines. 


This is an example of Fritz 6’s superb analysis mode. 


The world’s best high-level retail chess program. Really. 


few years ago you had to 

make a choice when selecting 

a chess program. You could 
select a “mass market” program, 
which was pretty and user 
friendly, played a fairly good 
game of chess, but was less than 
stellar if you were a serious stu- 
dent of the game. Or you could 
purchase a “serious” chess pro- 
gram with superb study tools, . 
but it would usually come witha | 
Spartan interface, providing a 
fairly “dry” experience. 

Fritz 6 changes the rules. While 
it isn't filled with cute chess sets 
and four-dimensional holograph- 
ic boards (that you can’t really 
play on anyway), Fritz 6 manages 
to combine a friendly interface | 
with the power required by seri- 
ous players. 

The first thing you'll notice 
when you start Fritz 6 is the very 
attractive and configurable | 
Windows interface, complete with | 
a greeting by Fritz himself. While it | 
seems like a minor feature, the wry | 
wit demonstrated by the comput- 
ers comments on the game (which | 
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can be text or audio) adds a nice 
touch of personality and humor to 
the game. The entire playing 
screen can be set up with as many 
or as few features as you like, so if 
you just want a game of chess you 
can create a very clean layout, 
while if you're conducting a deep 
study you can load the screen with 
analysis tools. Layouts are easily 
saved and restored. 

As is the norm in almost any 
top chess program, playing 
strength is not an issue—Fritz 6 
can kick your heiney all over the 
board if you let it play at its 
strongest. Therefore, one key 
question for a title such as this is 
how it allows you to tailor its 
strength in order to have a com- 
petitive (i.e., fun) game. With 
Fritz 6, the options are almost 
unlimited. You can set an ELO 
rating [skill level, for the uniniti- 
ated... this has nothing to do with 
the band by the same name —ed] 
for the computer. You can set its 
rate of blunders, how it plays its 
pieces, and aggressiveness. You 
can play in “friend” mode, in 
which Fritz 6 will gradually adjust 
it's playing strength to yours, 
play in “sparring” mode where 
the computer will occasionally 
make tactical errors, and more. 

Once you've set up your oppo- 
nent, you can select any of your 
favorite time controls, such as time 
per move, Fischer, blitz, standard 
tournament conditions, and so on. 


If that’s not enough variety, you 
can even select from seven alter- 
nate chess engines (Fritz 6 new, 
Fritz 6 old, Fritz 5.32, EXChess 2.51, 
Doctor 3.0, Crafty 17.05, and 
Comet B11.) The bottom line is that 
any type of play you might desire 
is available. 

But play style alone does not 
a modern chess program make. 
Fortunately, Fritz 6 is well 
equipped with the background 
features you've come to expect. 
An up-to-date openings book is 
provided, with the ability to 
import new books and tailor 
them to your needs. Opening 
books can easily be created 
from databases of games, so 
that you could, for example, 
create an opening book of 
Karpov’s style of play for the 
computer to use when playing 
against you. You can also set 
the parameters the program 
uses to select opening trees, to 
force it to play in a certain 
style. In addition to the open- 
ings book, Fritz 6 has the capa- 
bility to import endgame books. 

The database capabilities are 
excellent, with a huge number of 
games categorized by openings, 
themes, tactics, strategy, and 
endgames. Within each category 
are levels of sub-categories. For 
example, you can select a head- 
ing of Tactics, then drill down to 
Destroying the Pawn Shield — 
White Attacks — Key square h7 — 


knight sacrifice on h7 and be 
served up with hundreds of his- 
torical games demonstrating 
that specific theme, many of 
them fully commented. 

Speaking of comments, Fritz 
6's analysis capabilities are also 
outstanding. The program will 
analyze your games and insert 
English language comments, the 
result being similar to what you 
would see in a good chess 
instruction book. This is a won- 
derful learning tool for experts 
and novices alike. 

Are there any downsides at all? 
Precious few. You may experience 
a very occasional crash when 
accessing the help files, and the 
install insists on scattering some 
files into odd places on your hard 
drive. But that’s pretty much it. 

It's hard to do this program jus- 
tice in a few paragraphs. There are 
far more useful features than 
space to mention them here, and 
everything is presented in an easy 
to use manner. In fact, the ease of 
use belies the extreme power of 
the capabilities of Fritz 6. This is a 
program that a beginner could 
enjoy and grow into, and it’s a 
program that a serious chess play- 
er will never grow out of. It’s sim- 
ply the best PC chess program in 
the world today. —Jeff Lackey 

(Fritz 6 can be purchased online 
from several dedicated chess 
stores, such as 
www.gambitsoft.com.) 


c 


SAaWV9 4ILNdWOD 


NOILDIS SNNOG - 0002 YIGOLDO - 


_ 
vi 


BONUS SECTION * COMPUTER GAMES * OCTOBER 2000 


(2) 
_ 


¥ Add Players 


hhh, the venerable Clue. This 

decades-old mystery 

boardgame is as ubiquitous as 
Monopoly, albeit a whole lot 
shorter and far less tedious. The 
gameplay is so straightforward 
that even a youngster can learn it, 
but true mastery of the game 
requires devious manipulation of | 
your fellow players, and that’s | 
what makes Clue so much fun. 

For those who may not have 
played the original cardboard and 
plastic version, Clue is all about 
suspicion and murder. A body has 
been found in an old mansion, 
and one of the game’s “charac- 
ters” (each named after the color 
of their playing piece) is the killer. 
The trick is figuring out who killed | 
the unfortunate man, where the 
murder was committed, and with 
which weapon. A deck of cards 
containing each suspect, location, 
and weapon is shuffled at the 
beginning of the game, and one 
of each is slipped into a sealed 
envelope, representing the correct | 
choices. The rest are dealt out to 
the players, the pieces are 
arranged around the board, and 
the game begins. 

The Clue board isa map ofthe | 
mansion, with its various rooms 1 

| 


Classic 


KKK KK 


CONTENT RATED BY 
ESR 


"Enter the email address of the nex player you want to inwite 
My (you need three players to play a game of em@il-Clue): 


Player1: cyanous@cdmag.com (Vou) 
Player 2: cyans@cdmag.com Z 
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E-M@il Clue 


Professor Plum, with the Knife, in the Library 


laid out on a grid. A basic six- 
sided die is rolled for each turn, 
and the pieces are moved towards 
the rooms. Once a player arrives in 
a room, he or she can suggest a 
likely scenario for the murder— 
which character and weapon 
might have been used in that par- 
ticular room for lethal effect. The 
suggestion now goes around the 
table, and each player in turn 
must check their cards for one of 
the three being named. If a named 
card is held, its owner must secret- 
ly show it to the suggesting play- 
er, who can then check it off the 
list of potential suspects, weapons, 
or rooms. If two or more named 
cards are held by one player, he or 
she can choose which card to 
show. Once a card is shown, or the 
suggestion goes completely 
around the table and nobody can 
disprove it, the suggesting player 
can either choose to make an 
accusation (in which case all three 
named cards must be the ones in 
the sealed envelope, or that player 
is out of the game), or pass, and 
play moves on with a new roll of 
the die. 

Where the malicious fun comes 
in is generally later in the game, 
once each player has ruled out a 
comfortable number of suspects, 
weapons, and rooms. At this 
point, diverting suspicion away 
from your own best guesses is 
almost as vital as ruling out the 
last remaining unknown factors, 
and a seasoned player will start 
suggesting some of the cards that 
he or she holds, in order to make it 
seem that they might be the real 
answers. There’s a real sense of 
satisfaction in making somebody 


as = 2 
- 
3 Carte ese “ a4 
* es ” Bt” sees saben, . > 
2 a ol = 


Easy interface, convenient play style, 
and hey, it’s Clue! 


[left] Select up to five friends for a 


[above] The Message feature is nice, 
but too well-hidden. 


else guess a handful of your own 
cards when you're inches away 
from unmasking a murderer. 

Now, why describe the board 
game instead of the computer ver- 
sion? Because there’s practically 
no difference. E-M@il Clue features 
a faithful representation of the 
original game board, complete 
with 2D digital versions of the little 
plastic playing pieces. Aside from 
a couple of rules variations (you 
can set whether you'd prefer to 
roll a six-sided die for movement 
or give each player nine “action 
points” per turn, and determine 
whether players can choose which 
card to reveal or have a card cho- 
sen automatically in case of more 
than one match), the only major 
change is that this version can be 
played with friends around the 
world, and you'll never lose the 
cards or pieces to a hungry closet. 

As with Hasbro’s other E-Mail 
game titles, Clue’s moves are sent 
via Hasbro’s server and received in 
each player’s e-mail. On the one 
hand, this is great fun, since 
there's nothing like checking your 
in-box after lunch and finding 
that the game has come back 
around to your turn. Also on the 
plus side, only Player 1 needs to 
own a retail version of C/ue—the 
other players can download a free 
client to receive and send moves. 
The drawback, however, is that 
Hasbro has committed to main- 
taining its move servers only 
through October of 2000, so the 
game may very well stop func- 
tioning at that time. 

One other odd problem is the 
game’s occasional tendency to 
“forget” that a certain player has 


Ft 


round or two of murder and suspicion. 


Occasional logic errors, game may 
expire on 10/1/00. 


| 
! 
| 
| 
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A carbon copy of the original Clue 
board, and you can’t lose the 
pieces. 


: a card—during several games, 
Clue reported that one or another 
player could not disprove a sug- 
gestion, when in fact he could. 

| Still, that’s no different from 

| playing with your cheating 
younger brother, and it happens 
with far less frequency. 

On the whole, E-M@il Clue is an 
excellent adaptation of an excel- 
lent boardgame, presented in an 
intuitive, convenient, and time- 
friendly fashion, with few techni- 
' cal problems or issues. If you 
| enjoy boardgames in general, or 
Clue in particular, there’s just no 
| reason not to buy this. 

— Cindy Vanous 


By mss Scantet 
dy Plum Sauce 
Ses White Bread 


Vou Ofies Sowrieg relied a 1 and mewed | Squares. 


Not an auspicious beginning for 
this game... 
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Mrs. Paatock (Nanny Drei} suggested Ras Mr Green within 


‘& Professor Plum and Mr Green could act disprove the segoestion 
‘You showud this tia to Gisnrave the suggestion : 


Uh-oh...Mr. Green has already shown 
me the Dining Room, but now the 
game says he doesn’t have it? 


Deep sim, best horse racing game you 
can play, it’s free. 


[left] The graphics are anything but 


eye-popping, but they are certainly 


good enough for a free game! 


Virtual Horse Racing 


The Sport of Kings gets its due 


remains one of the most over- 

looked and ignored sports in 
PC gaming. Despite record atten- 
dance throughout the world, and 
an increase in television ratings, 
game publishers remain leery of 
the Sport of Kings. In fact, you can 
count the number of horse racing 
sims released in the past few years 
on one hand; you can count the 
number of good horse racing sims 
on a couple of fingers. 

Mike Wallace and the Virtual 
Development Group have finally 
appeared on the scene to deliver 
to longing racing fans a game that 
is worthy of their attention. Virtual 
Horse Racing (located at 
www.simulatedsports.com) is not 
a single player game; rather it is 
an online game where thousands 
of stable owners compete in a 
yearly schedule of events, just like 
the real thoroughbred racing sea- 
son. The game is played in real 
time in the sense that if it’s May in 
real life, it’s May in the sim, as 
well. So the first Saturday in May is 
Derby Day in both real life and sim 
life. The races themselves mirror 
real racing—the exception being 
that the races are not called by 
their real names. (We can assume 
this is for legal reasons). So the 
Kentucky Derby is called the 
Bluegrass Derby. The Preakness is 
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connection 


Internet 


N/A 
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EVERYONE 


called the Middle Jewel, etc. 

When you sign up to play you 
are sent a password so you can 
activate your stable. (You can own 
as many stables as you like as long 
as you have a different active 
email address to receive a pass- 
word.) When you sign up your 
barn is empty so you need to 
request some horses. You click on 
the Horse Search link and enter in 
a sire that you wish to search, and 
a list of his available offspring 
appears on the screen. It’s here 
where the game can begin to 
intimidate those that have little 
knowledge of racing. There are no 
help docs that explain which sires 
are near the upper echelon in the 
breeding shed. Thankfully, there is 
a player forum that can aid new- 
bies in selecting horses or provid- 
ing sire links to browse potential 
stock. It should be noted that 
every horse in the game is fiction- 
al, but the game uses real-life 
sires. SO you may own a horse out 
of Seattle Slew by Secretariat, for 
example, but the horse itself is 
purely fictional. After you select 
ten horses that you wish to own, 
you are allowed access to your 
stable. You start the game with 
five horses, three of which you 
selected and two that the game 
simply assigns (the two horses that 
the game assign are usually dogs. 
This is to help game balance so no 
one starts out with an outlandishly 
talented stable). You may fill your 
barn with as many as ten horses at 
one time (through claiming horses 
and bidding at auctions). 

When you have your stable of 
ponies it’s time to go to the track. 
Races take place every Saturday at 
over 60 different locations rang- 
ing from the homestead of 
Kentucky to the foreign tracks in 


Japan and France. Again there are 
no real track names, just state or 
country names. So you may race 
one week in “California” and the 
next in “New York.” 

During the week there are sev- 
eral steps that you need to take 
before your horse(s) is ready to 
run on Saturday. You need to 
select the proper race (the game 
has everything from stake races, 
claiming races, to non-winner of 
four lifetime allowances). After 
choosing where you want to run 
you need to select a jockey from 
the jockey pool at the particular 
track you are racing. You can also 
give the jocks instructions on how 
you want your horse ridden (go to 
the front, lay back off the pace 
etc.) you can also let the jock 
decide what he/she thinks is best. 

The graphics of the races them- 
selves are simplistic to say the 
least, but they are also functional. 
No, they are not going to blow 
your socks off but they do a good 
enough job of providing tension 
during races. One oddity is that 
after the wining horses crosses the 
wire, the rest of the field stops 
gaining or losing ground. So if 
you have a horse that likes to 
come from off the pace, there will 
be times when he/she will would 
have placed higher if the horses 
would continue running after the 
winner finishes. 

Virtual Horse Racing is a deep 
and highly credible simulation of 
thoroughbred racing but there are 
a handful of quirks that need to be 
addressed. The biggest realism 
gaff revolves around the term 
“sharp.” In the game, each horse is 
listed as being in a certain physical 
and mental state (Ready to go, 
Sharp, Needs Rest, Lay off, and 
injured). A horse that is sharp is at 


Spartan graphics, can be overwhelm- 
ing to new players, some realism 
issues . 


the top of his game and is primed 
to deliver a prime effort. The prob- 
lem is that some horses come back 
the day after a race listed as sharp. 
This causes a lot of bizarre happen- 
ings within the game. For exam- 
ple, the winner of this year’s 
Bluegrass Derby raced two weeks 
earlier in Australia going a mile 
and a half! The winner of the New 
Yorker (the sim’s Belmont Stakes) 
ran the week before the race 
against older horses on the grass. 
Both owners were simply trying to 
get their horse sharp in anticipa- 
tion for the big race. This is akin to 
asking the Cleveland Browns to 
play the Steelers on Sunday, the 
Oilers on Wednesday, and the 
Jaguars the following Sunday—it 
just never happens. 

Actually, the more serious you 
are about the sport, the more odd- 
ities you are sure to find (the same 
be said about any sports game). 
There are no off tracks (muddy 
tracks) and there are way too 
many seven, eight, and nine year 
old horses (some of which have 
never started!) in the game. And 
while the game allows betting, it’s 
a bit too easy to beat the game at 
the betting window. And worse 
still, gambling winnings become 
part of your stable’s bankroll from 
which you may claim and buy 
horses at auction. This doesn’t 
seem very fair to those that do not 
wish to gamble, but instead just 
want to operate a stable. 

Quirks aside, Virtual Horse 
Racing has developed a life of its 
own, due to the strong support of 
its fans. The game offers so much 
that it’s hard to cram it into a one- 
page review. There is even a Sim 
Racing Form located at www.sim- 


' racingform.com. One only needs 


to look at that site to see that this 
game has a rabidly loyal follow- 
ing. If you are into horse racing 
and want to own your own fantasy 
stable of horses—this is the game 
for you. And best of all—it’s 
absolutely free. The only thing 
that the game demands from you 
is your time. —William Abner 


And they’re off in Louisiana. 
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| was a Crusader. 


Vampire Ihe Masquerade: 


Redemption 


VAMPIRE THE MASQUERADE: REDEMPTION |S A DETAILED ROLE-PLAYING GAME AND 
a bizarre love story. The medieval Crusader, Christof, is reluctantly transformed 


tips 


walkthroughs 


cheat codes 


Anezka’s sweet smile could make a stone weep. 


into a vampire and Sister Anezka, a young nun, forsakes her vows out of love 


for him. When she is kidnapped by one of the thirteen other vampire clans, his 
Herculean efforts to find her span eight hundred years. This walkthrough is 
based on the original release, but Activision has issued a patch available that 


allows you to save games not just at the bedside cross or vampire haven ankhs 


but anywhere. It’s made a terrific game even better. 


The Memoirs Of A Vampire 
lama vampire. | haven't been 
mortal since | was hospitalized in a 
Prague convent. Sister Anezka, a 
young nun whose sweet smile 
could make a stone weep, nursed 
me to health. One night a pair of 
szlachta—hideous ghouls crafted 
from the flesh of many victims— 
broke into the convent and 
attacked the nuns. | leaped out of 
bed, grasped the sword at my 
bedside, and painfully defended 
the nun | loved. 

You faint from loss of blood, 
but when you regain conscious- 
ness and Anezka tells you that 
the szlachta infest the aban- 
doned silver mines, tell her that 
you will cleanse them of vermin 
in the morning. 

| rose with the sun and sought 
the Archbishop's blessing in the 
Cathedral next door. | searched the 


city for all of its exits and break- 
able barrels. | talked to both Jiri, 
the blacksmith, and Unoma, the 
proprietor of the magic shop 
across the Judith Bridge. 


The Mines 

| found the mines just outside the 
gate to Bonn. There was a torch at 
the campsite just outside the 
entrance. | picked it up and 
plunged into the dark tunnels, 
systematically slaughtering all the 
szlachta and rats | found there. On 
level two | pulled the lever operat- 
ing the water wheel so that | could 
cross the river. On level three | 
sprinkled holy water on Ahzra to 
weaken the hideous hag so | could 
disembowel her. 

Inform Anezka and the 
Archbishop of your success in the 
mines and then rest in the convent 
to buy attribute and skill boosts 


with your experience points. Early 
skills to develop include Strength, 
Dexterity, Stamina, and 
Manipulation, so you can get bet- 
ter prices in the shops. 

That night | patrolled the streets 
of Prague and eliminated several 
more ghouls, including more 
szlachta that broke into the convent. 


First Bite 

Soon after that, | was ambushed, 
embraced, and one of the undead. 
It was Ecaterina that transformed 
me into an immortal. 

Don't submit to all of 
Ecaterina’s demands. Hang on to 
your humanity and your love for 
Anezka. The entrance to the Brujah 
safe haven is down a stairway out- 
side the University. Useful disci- 
plines to learn are Feral Claws 
(more damaging than most 
weapons), Awaken (a resurrection 


spell) Walk the Abyss (creates 
gateways to your haven and back) 
and Spirit's Touch (identifies 
unknown items). 

My first quest as a vampire was 


' to go to Petrin Hill Monastery, 


find the Nod Fragment there, and 
return it to Ecaterina. She 
assigned another Brujah clan 
member, Wilhem Stryker, to aid 
me. He taught me the importance 
of vitae—blood—and how to feed 
on mortals, vampires, and even 
small rats. 

You can also find bottles of 
vitae during your quests or you 
can buy them from Unoma. Feed is 
the first of the Common disciplines 
in the Discipline Menu. Click-drag 
its icon (vampire teeth) down to 
the Quick Discipline boxes. To 
feed, click on the icon to activate 
it, get behind your victim, and 
right-click on him. 

Do not feed on the inhabitants 
of Prague where there are guards. 
The monks in the Petrin Hill 
Monastery are fair game. Just 
don’t take so much blood from 
them that they die. Feed on any of 
the Cappadocian vampires inside 
to your heart's content. Use Awe to 
draw your more reluctant victims 
fo you. 


Petrin Hill Monastery 
Mercurio, childe of Garinol, had 
the Nod Fragment. We found 


You find the entrance to the blacksmith’s shop. 


him on the third level down in 
the Monastery. 

On level one we found a secret 
switch on an alcove wall in a labo- 
ratory. It raised an iron portcullis 
opening a path to another labora- 
tory with another secret switch. 
The second switch raised the 
portcullis barring access to level 
two where we tight-roped up a 
wooden plank leaning against the 
wall. A lever in the burial chamber 
opened the door into a chapel. The 
chapel altar had a secret panel 
that we opened to give us access 
to level three. 

A pressure plate near a stair- 
way raised the portcullis barring 
our way to a room with a double 
stairway. We found the bone key 
to Garinol’s study beneath the 
mural at the top of the stairs. The 
Lamia Skull on Garinol’s desk 
opened the door to Mercurio’s 
room. He dropped the Nod 
Fragment after we eradicated him. 

Allow Wilhem to face Mercurio 
while you attack him from behind. 


You barter with the blacksmith. 


After we left the Monastery, 
Wilhem took me to see Anezka. | 
revealed that | was now a vam- 
pire and bade her a final 
farewell and we returned the 
Fragment to Ecaterina. 


The Golem 

She immediately sent us to the 

rabbi in the North Quarter. | 
protested her opportunistic politi- 
cal use of the Nod Fragment but to | 
no avail. 

Protesting does give you a little 
more humanity, however. 

We talked to Mendel, the 
rabbi's son in the Quarter, and he 
told us that his father was dead 
and a Golem was running wild. We 
slew the Golem in the courtyard 
opposite the Synagogue. | used 
Awe to keep it distracted while 
Wilhem chopped it down to size. 

We took the Golem’s Shem that 
we found to Mendel and he bade 
us to take it to Garinol, the 
Cappadocian Clan leader, whose 
Monastery we had raided. So, we 


You find the door to the magic shop in Golden Lane. 


returned to the Monastery with 
some trepidation, but Garinol bore 
us no ill will and even granted 
Serena, his childe, leave to enter 
my coterie. 


A Reliquary For The Prince 
We replenished our blood supply 
at the shop on Golden Lane and 
Unorna told me that Anezka 
renounced her vows and was now 
searching for me. We then 
returned to the haven to rest. 

Invest experience points in Eyes 
of the Beast or Heightened Senses. 

Ecaterina then told me that the 
Tremere Clan had kidnapped 
Anezka. Thinking that the Prince of 
Prague would give us permission 
to raid their haven in a search for 
her we had an audience with him. 
He agreed, but only if we first 
brought him the Reliquary in the 
Cathedral crypts. 

The only way for a vampire to 
gain entrance to the crypts was 
to use the Nosferatu Clan tun- 
nels beneath the Cathedral, so 


we returned to the courtyard 
where we killed the Golem and 
entered the cemetery to seek 
Nosferatu help. 

We followed the path behind 
the statue of a weeping mother 
down steps into the underground 
chamber where we found Josef. He 
only gave us permission to enter 
the tunnels after we gave him a 
bottle of Ecaterina’s vitae. 

It is easier to win most battles 
with just one member of your 
party—usually you. Deactivate 
their group lights and scout 
ahead. Try to draw the enemy to 
you one at a time and then feed 
on them. 

The level one tunnel eventually 
lead to a portcullis. Under the 
stairs, in a small room, was a lever 
that raised it. The tunnel then 
twisted up and down stairs and 
through broken walls to the sec- 
ond level. 

Use Heightened Senses to see a 
secret door on the second level. 
The treasure inside includes the 
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From outside of the blacksmith’s shop you can see the door to Judith Bridge. 
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Tome of Animalism, and the 
Gangrel Eye. Equip the Eye to have 
Eyes of the Beast. 

After an ambush by the leader 
of the Nosferatu (he carries a nice 
Axe) the tunnel went in one direc- 
tion to Golden Lane, and in the 
other to a maze on level three. In 
the maze we went through the four 
doors with symbols in the follow- 
ing order: red face, castle walls, 
three faces, and thirteen ankhs. 

Beyond the labyrinth are the 
crypts of the Cathedral. Throw a 
lever to raise the portcullis. The 
wall by the second lever has a 
pressure pad that opens a niche in 
the:wall up the stairs. 

King Vaclav’s wraith guarded 
his tomb. Feral Claws easily dis- 
solved the King. Inside his tomb 


i was the Reliquary. We took it to 


the Prince. 


Free The Slaves 

The Prince gave us permission to 
release any captives in the 
Chantry—formerly known as the 
Pharmacy on Golden Lane—kid- 
napped by the Tremere Clan. 

Behind the curtain in the back- 
room of the Pharmacy was a stair- 
way down to chambers filled with 
Tremere, hoppers, elementals, and 
a gargoyle. 

There are often bloodstones in 
the floor flames. 

We fought our way through 
four levels down where we found 
and killed Arden, the slave-trad- 
ing wizard, but we never found 
Anezka. We did find Eric on level 
three. He joined my coterie. 

Back at the University, Ecaterina 
tried to command me to give up 
my search for Anezka, but | went 
to Vienna to look for her. My 
coterie volunteered to go with me. 

You lose humanity if you 


Pick up the torch from the campsite near the Silver Mines entrance. 


accept Ecaterina'’s argument that 
mortals don’t matter to an 
immortal. Take the East Gate to 
get to Vienna. 


A Vienna Waltz 

We found a desecrated church 
with a haven in its cellar on the 
Northern Strasse. 

A lever on the right wall raises 
the cellar door. 

The gate to the Outer Stadt was 
not far. It circled around the Inner 
Stadt. A weapons shop was next to 
the Southern Strasse exit. Hermes’ 
Magic Shop was through the gate 
to the Eastern Strasse. Across the 
street from Hermes’ was the Green 


The stairs down to the vampire haven are outside the building on the left. 


Frog Inn. 

Inside the Inn we found Orsi’s 
triplets tormenting a drunk inside. 
They invited us to a party at Count 
Orsi’s mansion in the Inner Stadt. 
Orsi said he’d help us with Anezka 
if we killed Luther Black for him. 

The only entrance to 
Stephansdom where Luther ruled 
was through a secret door in the 
Astrological Clock. 

This is a long quest with many 
battles and after you go through 
the secret door it locks behind 
you. Worse, you and your coterie 
will be exposed to sunlight dur- 
ing part of the quest. You'll 
need all the blood you can carry 


plus several points in the disci- 
plines Potence, Feral Claws, 
Celerity, and Fortitude. 


The Sun Also Rises 

We found an empty building not 
far from Orsi’s mansion in the 
Inner Stadt. We climbed to its attic 
and slipped out a window. A pre- 
carious path along narrow ledges 
around the buildings took us 
through the secret door in the face 
of the clock. 

Stairs lead down several 
flights to a door that opens to 
the outside. After a brief battle 
with two guards on the stairs, 
leave your coterie (turn out 


Pull the lever to enter the haven in the basement of the abandoned church in Vienna. 


Orvus manages the magic shop in Vienna. 


everyone's group lights so that 
they won't follow.) Open the 
door and tempt the rats and the 
guard outside into the hall. Kill 
the rats. Feed on the guard. 

| crept outside, clinging to the 
shadows. At the corner | turned 
left. There was a guard up ahead. 
He saw me creeping and attacked. 
| drained him, killed another, 
stomped some rats, and ran out of 
shadows! Sunlight bathed the 
ramp to the left. A shot of Celerity 
and Fortitude saved me from 
severe burns, however, and | ran 
down the ramp. Speed also got me 
past the swinging pendulum. A 
pressure pad on the wall stopped 
the clock. 

| climbed up the hill outside. 
Past an alley to the left, and 
through an alley to the right was 
a wall with three levers. | fed 
first on the archer to the left, 
and then flipped the levers 
(middle, right, left). A secret 
door opened in the wall. 

Enter and your coterie auto- 
matically joins you on level two, 
no fuss no muss. 


Vampire On A Cross 

We fought our way through a long 
tunnel and climbed steps to an 
alley outside. At the end of the 
alley and to the left was another 
patch of sunlight we had to cross 
in order to get through the doors 


_eomacaenanan 


Bi 
ah Ea ay = 
we 
4 mat ‘ita 
a ny ee 


The path to Luther Black is through 
this clock. 


on the right. 

Eric cast Feral Claws and 
Fortitude and ran through the sun- 
light. Once he was inside the 
building, he killed the guards in 
the first room. The rest of us then 
joined him, one by one. 

Continue through the halls 
until your path is blocked by 
stone stanchions in the room with 
a fireplace. Above the fireplace 
are five buttons. The mirror 
opposite the buttons reveals the 
puzzle solution (press two and 
five to remove the stanchions). 

We burst through the door and 
used Feral Claws all the way up 
the staircases, past the Dark 


You get invited to a party at the Green Frog Inn. 


Hunters, to a room at the top— 
where we found Luther on a large 
Silver cross. 

There are two levers in the 
attic that must be pushed simul!- 
taneously. Assign a party mem- 
ber to each and quickly flip both 
levers in order to grant Luther 
his last request. 


Betrayed 
As we attempted to leave the 
haven we were captured and 
thrown into a dungeon by the 
Teutonic Knights. Count Orsi had 
betrayed us! 

After Serena gets you out of the 
cell, fight your way through the 


exits on the next three levels. On 
level three, a Tremere drops an 
unusual amulet. You need it to 
raise the portcullis guarding the 
exit. On level two equip yourself 
with the powerful Ainkurn Blade 
hanging on the wall in the Sword 
Chapel. It automatically steals 
blood from its victims. 

The ground level had an exit 
that took us outside into a small 
courtyard. On the other side of 
the courtyard was the Church of 
Knights. We went through the 
Church into the main entrance- 
way of the fortress. A lever 
upstairs raised the entranceway 
portcullis and we were free to 


Ecaterina, she who embraced you, assigns you to help Wilhem get the Nod Fragment from the Monastery. 
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No, they’re not just hanging around; they are Count Orsi’s party refreshments. 


leave. Orvus (in Hermes Shop) 
exchanged the amulet for his help 
in entering The Haus de Hexe. 


Season Of The Witch 

We needed to find and place 
three pieces in the circle on the 
floor of the main hall in order to 
get upstairs. One piece was in 
the Library, another in the 
Laboratory and the third in the 
Gargoyle Lair. A portal to the cir- 
cle was in each of the rooms 
containing the pieces. 

You're going to lose Eric when 
you fight Etrius, so strip him of all 
his equipment and inventory 
items before you go up the stairs. 


e 


Use your most powerful vitae as 
well as Feral Claws, Potence, 
Fortitude and Celerity. 

After we took Etrius’ journal he 
entered the room and transformed 
Eric into a Gargoyle. We quickly 
killed Eric and severely wounded 
Etrius. He told us Anezka was back 
in Prague and then escaped. 

After you return to Prague you 
can't go shopping, so do it now. 
You'll need a large supply of 
blood, and several levels of 
Plague Wind (a Vigor Mortis 
Discipline). Sell all your loot, and 
buy everyone bows and arrows. 
Store extra inventory in your 
trunk. You'll have a chance to 


me Blood Healing. 


| Sereda ues Diaciphoe Bload Healing 


) You pixhap 25 gala 
You pichug 25 gold 


D4 


Sunlight burns, so run fast. 


come back and get it. 


The Big Sleep 

A full-scale war between mortals 
and immortals had broken out in 
Prague. Ecaterina demanded that | 
stop chasing after Anezka, but we 
used the exit behind the convent 
to enter Vysehrad Castle anyway. 
We searched the first two levels for 
Anezka, slaughtering revenants, 
rats, wolves, szlachta, war ghouls, 
and Tzimisce along the way. 

Don't pick up any thing you 
can't immediately use, you won't 
have a chance to sell any of it. 
Before entering level three return 
to your trunk and refill your blood 


supply and get any bows and 
arrows you left in your trunk. Give 
more points to Plague Wind and 
invest in Immolation and Firestorm 
if you have Lure of Flames. 

We found four Tzimisce lurking 
in a pit on level three. My strategy 
was to go alone into the pit and 
engage the fourth Tzimisce in bat- 
tle, and then bring the rest of my 
coterie into the fray. The huge and 
almost invulnerable Vozhd in the 
next room could only move as far 
as the doorway. So, | stood alone a 
safe distance behind the doorway 
and blasted him many times with 
Plague Wind. 

If it’s a level five discipline, it 
may soon destroy the ugly crea- 
ture by itself. Otherwise, after 
using up what blood you have 
casting the spell, arm everyone 
with bows and automatically fire 
at the beast (press the Alt key) 
until it drops. 

In the room past the dead 
Vozhd | finally found Anezka. The 
last thing | remember was that the 
building fell on us. You sleep for 
eight hundred years. 


Resurrection 
| woke—alone, stripped of all | had 
accumulated—in the year 1999! | 
only learned where, when and why 
| was there through the journal 
entries and computer messages | 
found while | sought blood, gold, 
weapons, and armor. 

| found few bottles of plasma, 
but fed on the soldiers and sci- 
entists on the first two levels. A 
room in the top level contained a 
three hundred-year-old vampire 
killer. It was he who brought me 
to England so he could feed on 
my blood. 

Shattering the blood vats in 
his study can easily defeat Father 


Luther Black is a vampire on a silver cross. 
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The good news is that at least you’re one of the vampires that can still see 


their reflection in a mirror. The bad news is that you’re a vampire. 


Leo Allatius. 

| left Allatius broken and crying 
over spilled blood. On the streets 
of London | encountered a would- 
be thief that generously provided 
me with a change of clothing. 
Inside the Club Tenebrae the bar- 
tender sold blood and Pink, a fel- 
low Brujah, joined my coterie. 
Together we went back into the 
Society building and picked up all 
the treasure | had left behind. 

Blood is for sale in the Magpie 
Curio. The London Underground 
Station takes you from West 
London to the East End where you 
can deal for guns and armor with 
Otto. He operates out of his van 
next to the haven. Not far from the 
haven, up a series of stairs, is an 
abandoned theatre. Up the steps 
behind the theatre is the entrance 
to a brothel. Lily, a vampire pros- 
titute, joins your coterie. 


Temple Of Snakes 
Down the corridor, past a hooker 
with her john—in a room filled with 


Egyptian paraphernalia—we found 
a lever on the | wall that revealed a 
secret passage down to the first 
level of the Temple of Set. 

A locked door was straight 
ahead. We opened it by pulling 
the lever in the room at the end of 
the left hall. Through the now 
open door, down the stairs, and 
at the end of the hall to the right, 
was another locked door. We 
opened it by pulling a lever in 
the room at the end of the hall to 
the left. 

Beyond the newly opened door 
was a chamber with alcoves. There 
is also a switch in the last alcove 
that opens a passage to treasure 
items. We walked down stairs into 
the next room where we found the 
entrance to the second level. 

We crossed a wooden bridge in 
order to pull levers in rooms to the 
left and right that opened doors in 
opposite rooms. An ornate stair- 
case took us down to a room with 
a sealed door. We then climbed up 
a staircase, walked around a fire 


THE Society oF LEOPOLD 3 


Come a little closer, | want to drink you dry. 


Who’s afraid of the big, bad Vozhd? We are! 


pit, and into a room with a lever 
that raised the portcullis guarding 
a floor plate on the other side of 
the pit. 

We sprinted across the fire pit 
and pressed the floor plate. A sec- 
tion of wall opposite the pit 
opened and we entered a shrine 
where we found a lever that 
opened the sealed door we saw 
earlier. There was also a Tome of 
Obfuscate in the shrine. 

Through the formerly sealed 
door was a hallway that led us to 
an engraved door. On the door’s 
other side was a large room with 
an exit to an identical room. From 
there we opened a door to a small 
room with stairs to the third level. 

The first room had a balcony 
where we flipped the two switches 
that opened doors into the next 
room. From there we entered the 
snake hatchery. At its far end we 
found a door that took us into a 
large room with a white pyramid 
in its center. On the other side of 
the pyramid we found the exit to 


BE: 


the fourth level where we met 
Lucretia, the snake lady. 

Keep Lucretia at a distance with 
autofire (hold down the ALT key). 
You win the battle, but she doesn’t 


die. She has no heart. It’s hidden 
in the Tower of London. 


The Heart Of The Matter 
After selling our loot, buying bet- 
ter armor, and restocking our 
blood supply, we spent our expe- 
rience points in the haven. | con- 
centrated on a higher level Feral 
Claws, and boosted the Lure of 
Flame disciplines, especially 
Immolation and Firestorm. 

The Tower of London is on the 
other side of the bridge, near the 
haven. It has four levels filled 
with wraiths and ghoul spiders. 
The discipline Feral Claws is still 
your most effective weapon. 
There is a secret room on level 
three. In a corner is a large stone 
block you must press to open the 
wall. Inside the secret room is the 
Monocle of Clarity. Lucretia’s 


You meet Lucretia the heartless in the Setite Temple. 
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Your haven is up the ladder beside the burning barrel. 


heart is on level four. 

You can attempt to fight a very 
strong Werewolf waiting outside 
near the Tower's exit but you can 
avoid him entirely by casting Walk 
the Abyss and taking the portal to 
the haven. 

We returned to the Temple 
and once again confronted the 
heartless harridan who trans- 
formed into a Giant Cobra, once 
her heart was safe in the hands 
of her acolyte. 

After she has been damaged 
enough you may attack the 
acolyte who will drop her heart. 
Heart in hand, you may either 
slay Lucretia or consume her 


heart. It’s more humane to just 
slay her but you increase your 
resistance to mind control if you 
have a hearty breakfast. 


King Of Rats 

We boarded the St. Magdelena 
now in the docks. We found a 
group of Giovanni fighting 
police. We were too late to save 
the Interpol agents. We docked 
in New York City. We found 
George Thorn, and pretended we 
were the Interpol agents who 
were slain. We rescued Samuel, 
a Nosferatu fighting three 
Sabbat vampires, and added 
him to the coterie. 


Godfather, we’re here to make you an offer you can’t refuse. 


It was just business, nothing personal. 


In an alley with a burning bar- 
rel was a ladder that took us into a 
computer hacker's apartment—a 
safe haven for vampires. Dev gave 
us a transmitter to place down in 
the sewers. On the street we found 
an open manhole, and we entered 
the sewers. 

Turn the cranks on level one to 
get through a blocked door. Before 
crossing over electrified floor 
plates, first turn the crank on the 
right in the side room. Safely cross 
over the plates in the tunnel to the 
left and turn the crank you find at 
the end of the tunnel. Return to 
the side room to turn the left 
crank. Now you can safely cross 


the plate in the center tunnel. 

Red lights over entrances point- 
ed out the path we should follow. 
We sloshed through the sewers 
into a room with large mushrooms. 
The left tunnel took us to a large 
lake with a raft. After we crossed 
the lake we battled the alligators. 
At the end of the tunnel they were 
guarding were the Underprince 
and his legion of rabid rats: a 
piece of cake. 

The cable junction box to 
which you attach the transmitter 
is at the intersection near the 
freight elevator. 


An Offer He Couldn’t Refuse 
We rode the elevator up to the 
Barclay Hotel, opposite the New 
Moon shop, where we sold our 
trinkets and bought blood. The 
cab outside the main door of 
the Barclay took us back down- 
town and after a visit to the 
gun shop we returned to Dev in 
the haven. 

Dev gave us the access codes 
we needed to enter the Giovanni 
Warehouse, which we found near 
the place where we earlier found 
Samuel. | essentially cleared the 
Warehouse of wraiths and 
Giovanni by myself, since wraiths 
and gangsters was no match for 
Feral Claws. 

A lever in the raised control 
room on level one got me into the 
loading bay. A small office in the 
bay had an electronic control. It 
opened a door into a short corri- 
dor with an exit into a stock room 
where | found George Thorn, 
wounded by Giovanni. | left the 
stock room, and found the exit to 
level two just past the elevator. 

A control room off a balcony 
had a switch that opened the 
packing room on the shipping 
room floor. Another control room 
in the rear of the shipping room 


So, Count Orsi, we meet again. 


had a switch that opened the door 
out of the packing room. We went 
through the packing room into a 
corridor with double metal doors. 
Down a concrete ramp was an ele- 
vator that took us to Alesandro’s 
study on level three. 


Before talking to Alesandro strip 


Pink of everything he has. Pink 
kills him and reveals himself as an 
Assamite assassin before escaping. 

Alesandro’s Ledger con- 
firmed Orsi's location. | picked 
up the Hand of Conrad, a very 
useful weapon. 


Revenge 

We sold what loot we picked up 
to the gun shop, rode the cab 
uptown, and restocked our blood 
supplies in the New Moon. Then 
we talked to Fred Varney in the 
Barclay Hotel. We found 


Alexandra's blood-soaked palette 


in the Penthouse. Alexandra was 
painting a portrait in the store- 
rooms in back of the hotel. The 
painting got us past the two sol- 
diers guarding the entrance to 
Orsi International. 

We went up a ramp, through a 
door into the first level of the fac- 
tory. At the far end of the factory 
level was the exit out to another 
ramp that took us into the second 
level of the factory. 

Ventrue, Tzimisce, and War 
Ghouls guard the factory. Several 
blasts of Plague Wind make them 
all sick to death of you, however. 

So it went, all the way to the 
penthouse where we killed Orsi 
(revenge was sweet). We then 
took the elevator down to the 
ground floor and threatened the 
triplets into revealing 
Vukodlak’s location. 

When you step outside, the 
clock strikes midnight, and 
Vukodlak’s tomb flies open. 
Happy New Year! 


| 
| You finally meet the foozle. 
| 
| 
| 


Redemption 

The entrance to the Cathedral of 
Flesh was through the gate and 
behind the abandoned church. 
Plague Wind took us safely 
through the halls of flesh and 
down three levels to where 
Vukodlak waited for us with a 
defiled Anezka. 

Fifth level Plague Wind, easily 
defeats the monsters of the 
Cathedral. but not Vukodlak. 
Boost everyone with Potence, 
Fortitude and Celerity first and 
then hit him with Firestorm spells 
from a distance. You need to 
damage him enough to make him 
angrily dump you into the bowels 


Sie Sse 


Anezka’s sweet smile now has fierce fangs. 


of the Cathedral. 

We fought our way down a 
hall to a closed sphincter. 
Anezka's faces lined the wall. 
Each face told another part of her 
sad story. Once we heard her tale, 
the sphincter opened. 

Talk to Lubussa. She can help 
you escape. Pick up weapons in an 
aorta chamber and climb through 
the arteries of the Cathedral into 
the church. Meet Vukodlak in the 
chancel where he transforms into a 
very powerful Zulo. 

Save the world. Kill Zulo. 

There are alternative endings 
that depend on how much human- 
ity you have when you confront 


Vukodlak. Below 50, you can 
choose to submit or drink his 
heart's blood. Each has a different 
ending. —Andy Backer 


Look who’s here to start off 
the millennium. 
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Crag Hack’s first scenario... everywhere you want to be. 


Fair fights are for fools. Bring along a decisive force and your losses will be few. 


Heroes of Might and Magic III: 
The Shadow of Death 


PLAYING THE NUMBERS CORRECTLY HAS ALWAYS BEEN THE KEY TO VICTORY IN 
the Heroes of Might and Magic series. Units have standard attack and defense 
values, determining how much punishment each member of the unit can give 
and take. But these numbers are modified by a leader, so developing leader 
modifiers should be a primary goal, especially when playing the campaign 
games. Finally, it is essential to optimize the production of units—quality is 
important but sufficient quantity is really the key. Paying attention to detail 


will pay off in successful completion of the difficult campaigns in The 


Shadow of Death. 


Recruitment basics 
Campaign scenarios generally 
favor a particular town type. 
Usually, this town type is suited to 
the primary hero—you won't gen- 
erally be given a necromancer and 
be expected to raise a Rampart 
castle, or a druid with an Inferno 
castle. Seek out other similar cas- 
tles early, and load up your pri- 
mary hero well with creatures from 
these locations. It is dangerous to 
mix creatures from more than two 
town-types; morale plummets and 
may cause units to freeze in battle. 
When enemy castles have been 
annexed, add only the best crea- 
tures to the combat stacks of your 
primary heroes. 

Consider hero strengths when 


making that all-important impor- 
tant decision of what to recruit 
and when. Early in the game, 
money is usually an issue. Heroes 
need to surround themselves with 
as large an army as possible until 
enemy ranks have been thinned. 
Generally then, the early game will 
see castle stockpiles of creatures 
depleted every week. If the hero 
receiving the troops is strong in 
archery skill, ranged creatures will 
be a priority. If he or she has high 
attack and defense bonuses, go 
with horde creatures and fast crea- 
tures (you need the speed to 
engage enemy ranged units, lest 
they cut your hordes down to 
size). If the hero is a powerful 
magician, slow, sturdy units will 


help drag combat out over a num- 
ber of rounds, leveraging that 
hero's spell casting prowess. 
Another important recruiting 
source is on-map generators. 
Often, a hero must fight a cadre of 
guards before being allowed to 
recruit from these sources. Once 
flagged, though, generators will 
offer a fixed number of creatures 
per week, ranging from free level 1 
critters to market price for dragons 
and dark knights. Generators do 
not accumulate creatures over 
time, if you fail to recruit there one 
week, don't expect to find double 
the amount the following week. 
Therefore, recruiting from genera- 
tors should be a priority, castle 
creatures will still be available. 


| 


Maps are filled with stacks of 
creatures that guard everything 
from horseshoes to castles to the 
pits of hell. Usually, these crea- 
tures are hostile and will attack or 
flee when approached by a hero. 
Sometimes, however, they will 
offer to join, either for free or if the 
hero is a diplomat, for a price. 
Either way, this is a boon to the 
heroes, especially early in the 
game when armies are small. If 
rogues are present in the party, 
right clicking on the creature 
stacks will reveal their disposition: 
in the mood for a fight, willing to 
join, and so on (the Visions spell is 
equally effective). 


The Knight-Errant 

Having additional heroes at the 
outset for scouting is important. 
While it may be feasible to only 
coddle one or two into combat 
units, others are useful for accom- 
plishing repetitive tasks. 
Generators must be visited 
(remember to reserve cash for 
this!), windmills and water wheels 
must be harvested for their weekly 
tithe, and mines must be re- 
flagged after the passage of an 
enemy hero. Eventually, primary 
heroes are going to be operating 
far from the home castle, and 
troops will need to be shuttled 


Clancy! Stop playing with those dragons and rescue the prisoner! (top) 


weekly. It is not uncommon to 
require two or more heroes per 
town just for taxi service and gen- 
eral odd jobs. Don’t go too far out 
of the way to develop these errand 
boys, but do stop at any experi- 
ence or bonus location along the 
way—you never know when new 
leaders may need to be pressed 
into combat service. 

Another important service the 
Knight-Errant can provide is 
babysitting—use him as a reposito- 
ry for odd troops collected by the 
primary hero along the way. If a 
hero has all slots filled, a group of 
troops must be discarded to allow 
a group to join. If pressed into this 
situation, do the math and make 
sure discarded units are not worth 
more than the unit being 
absorbed. A second tagalong hero 
can help your primary hero keep 
an open slot, so no units are wast- 
ed. Before the primary hero enters 
combat against an enemy hero or 
castle, make sure this squire rein- 
forces the hero to full ranks. 
Whenever possible, send these odd 
accumulated units to garrison 
cities, but keep in mind the morale 
penalties for more than two types 
in the same stack. 


Developing the superhero 
Most campaigns cover the devel- 
opment of one, sometimes two, 
heroes. Each scenario in the cam- 
paign has an experience cap; 
you re not allowed to kick around 
indefinitely and create a massively 
powerful individual who lays 
waste to subsequent scenarios. 
(Bummer, eh? —ed) Assuming an 
average pace, heroes should reach 
this cap before the end of the cur- 
rent scenario, merely through nor- 
mal combat and experience gen- 
erators. Experience from treasure 
chests are not needed by your pri- 
mary characters—keep the money 


or use the points to develop sec- 
ondary heroes. Just because a hero 
is maxed-out on experience does- 
n't mean their development is over 
for that scenario. Schools of War, 
Mercenary Camps, School of 
Magic, and other locations offer a 
one-time enhancement to primary 
Statistics—attack, defense, power 
and knowledge. Heroes should 
always visit these locations, and it 
is often worth postponing the 
completion of a scenario to ensure 
all such locations have been hit. 
During most scenarios, there is 
also a plethora of temporary 
enhancements, most involving 
luck and morale. Artifacts can turn 


Gelu eyes the dragon town, but the object d’quest is behind the towers on his left. 


> New Beginning 


2B fidt 


Retrieving the Cowl 


Ss 


Never, ever pass a chance to up the stats—take the defense bonus here. 


a chump into a champ, collectively 
raising all manner of attributes. 
Grab them where you can, but 
remember this note of caution— 
while artifacts will automatically 
equip if your hero has open slots 
available, they will not upgrade as 
better items are found. If you’re 
already using the Dwarven Axe (+2 
attack), for example, the Gnoll’s 
Flail (+4 attack) will stay in inven- 
tory unless specifically equipped. 
Remember to pass along unused 
artifacts to other heroes so they 
too may benefit. 


The art of Might and Magic 
Not all campaign scenarios require 


the enemy players be vanquished, 
but doing so certainly makes it 
easier. By eliminating enemy lead- 
ers whenever they are found, the 
endgame can be rendered fairly 
peaceful. This tactic deprives the 
enemy of experienced, powerful 
leaders and their collection of arti- 
facts. By constantly depleting your 
enemies’ armies, there is less 
chance of encountering massive 
unit stacks that even a Superhero 
may be unprepared to combat. 
Take frontier towns when possible, 
and remember to buy all creatures 
every week, if for no other reason 
but to deny them to the enemy. 
Make use of lightly equipped 
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Surrender: 


One if by land... dead if by sea. Never pass a chance to waste a 


weak enemy hero. 


Knights-Errand to scout shrouded 
territories. There is nothing worse 
than being sucker-punched by a 
stronger enemy laying in 
ambush—even restoring the 
autosave won't help the situation 
as the game saves after your 
move. As Pyrrhus of Epirus taught 
us, a fair fight is a stupid fight. A 
Pyrrhic victory where the player 
has no army left to celebrate is to 
be avoided. A well prepared, well- 
led opponent can often rout 
numerically strong armies with 
few or no casualties. You should 
almost always be the one to initi- 
ate combat; the Al, especially at 
higher difficulty levels, does not 
enter into many combats at a dis- 
advantage. If the battling hero 
must be kept alive, do what it 
takes to win; if he or she is 
expendable, look to maximize 
attrition. When deploying ina 
castle, for instance, spread out 
and give the tower defenses as 
many rounds as possible to make 
their missile attacks. Remember 
the numbers, and take a long view 
to ensure the numbers are in your 
favor by the endgame. 

Combat magic is normally a 
matter of preference. Remember 
to buy a spell book if your hero 
begins “magically challenged”. 
When developing a hero whose 
strength is magic, offensive spells 
may yield the quickest path to 
victory. Blind or paralyze are 
good spells for less adept mages, 
tying up those pesky archers or 
horde stacks while other enemy 
troops can be picked to death by 
your own ranged units. Spells are 
diverse enough to allow some 
creativity if the situation is called 
for—liches can’t be blinded, but a 
stack of golems can be teleported 
adjacent to them, nullifying their 
ranged attack. The computer 
opponent will often employ simi- 


lar tactics, so if your hero has a 
large stack of sharpshooters, for 
example, you may be better off 
waiting for the enemy hero to 
cast first, thus giving you the 
chance to later cure your soon- 
to-be-blinded archers. 


Clues you can use 

The first four campaigns involv- 
ing Gem, Gelu, Crag Hack, and 
Yog must be played to comple- 
tion (but in no particular order) 
before access to the Sandro and 
final campaign is allowed. The 
principle heroes are all limited 
to level 25 during their cam- 
paigns; life will be much easier 


..-maybe this map will help. 


Adventure Options 


m&® 121 


later on if these heroes are all 
raised to maximum. 


New Beginning 

Gem the Druid begins the first 
campaign scenario with two 
Rampart castles. Hire a second 
hero immediately and scout the 
southern half of the map. A third 
Rampart castle sits in the center of 
the map, and a Pegasus generator 
on the east will augment Gem’s 
army early. Next, expand to the 
northeast, taking another castle. 
Use this castle as a base to clear 
out the northern castles (a tele- 
porter allows quick access 
between the NE and NW castles). 

Next, Gem must retrieve the 
Vampire's Cowl and fetch it back 
to her starting castle of Leafhall. 
Save some money, the owner of 
the cowl is in prison and must be 
ransomed to the tune of 40K. 
Clancy, another hero who must be 
kept alive during the remainder of 
her campaign, joins Gem. 

Finally, Gem must locate the 
Dead Man's Boots and bring them 
home. Footware being a coveted 
commodity, the Sandals of the 
Saint must be found to use in 
trade. The key in this scenario is 
accumulating the 25 ghost drag- 
ons that must be traded for the 
sandals. Annex the land of Mr. 
Pink (and his Necropoli) and start 
churning out those ghost drag- 
ons. Other colors can then be 
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defeated piecemeal or not at all— 
once the dragon quota is met, go 
for the win. 


Elixir of Life 

Of all the individual hero cam- 
paigns, Gelu’s is perhaps the 
most fun to play. Gelu has a 
knack for archery and is given the 
special ability to train all archers 
and elves into sharpshooters—a 
devastating ranged unit. So pow- 
erful are the sharpshooters that 
they are best employed in two or 
more stacks. Flag all homesteads 
and archer towers, and harvest 
them every week. Don’t upgrade 
the base structures in the towns, 
elves and grand elves upgrade 
just the same. The process is cost- 
ly, so be sure to save money at 
every opportunity. Dwarven trea- 
suries add interest to banked 
money every week, be sure to 
build these quickly. 

Gelu’s first scenario is simple 
enough. He can bring a couple of 
buds along to the next scenario, 
so when he is maxed on experi- 
ence, let the others have some 
fun. In the second scenario, take 
the rogues and see what critters 
are willing to join. Capture the 
central cities, using your other 
heroes to grab all of the resource 
generators. Hit the enemy often— 
this can be a long scenario and a 
successful war of attrition will 
allow Gelu to put together a 
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You won’t win them all this way, but it never hurts. 


horde of sharpshooters that 
would make Henry V blush. 

In the Valley of the Dragon 
Lords, Gelu gets to play with 
dragons in addition to the sharp- 
shooters. Expect the enemy to 
combat your green dragons with 
the upgraded gold dragons. The 
quest location is amidstanum- | 
ber of nifty dragon locales—all of | 
which can be avoided, which is ! 
good if you’re trying for a quick 
win. By the time Gelu reaches the 
final scenario, A Thief in the 
Night, the ritual learned in the 
other scenarios should lead to a 
handy victory. Take the rogues 
and amass a largely free army. ! 
Strike south and take the ! 
Necromancer castle, leaving a 
lesser hero behind to harvest 
nearby undead generators and 
keep the town from falling back 
into enemy hands. It is generally 
easy to defeat the enemy before 
pursuing the quest items, both 
which are guarded by a gaggle 
of dragons. 


Hack and Slash 

Crag Hack is a fighting machine 

and it is to your definite advantage 

to pump up his attack 

and defense values throughout his 
campaign. Secondary skills of 
offense, armorer, and archery com- 
plement the primary traits nicely. 
Many lesser creatures, as opposed 


Mmmmm... dragons... Gelu just couldn’t resist. 


to few powerful critters, will better 
leverage Crag’s advantage. 

In Bashing Skulls, Crag begins 
by acquiring a Stronghold that is 
sans tavern. Another town must be 
taken by Mr. Hack (don’t call him 
that) before the necessary 
Knights-Errand can be recruited. 
The object of the scenario, Barshon 
the Barbarian, is located in the 
upper-right corner of the map. 

The next scenario, Black 
Sheep, finds Crag hunting for 
the Death Knight Marzeth. 
Repeated enemy attacks through 
the transporter in the north will 
be an annoyance, so as soon asa 
viable force can be assembled, 
send Crag to snuff out the threat 
once and for all. Marzeth is 
underground and can be rather 
tough—be sure to save before 
taking the plunge underground. 

In A Cage in the Hand, Crag 
must recover the Ribcage of 
Power. The enemy cannot be com- 
pletely vanquished—a border 
guard protects the tent that con- 
tains its own key. Think blockade, 
and Crag should have plenty of 
time to knock off the liches and 
retrieve the ribcage. In Grave 
Robber, the enemy is once again 
immune to extermination, and 
Crag’s town is once again dry (no 
tavern). Free the hero Slash from 
the vampires, and head to the 
graveyard island in the southeast, 
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fail; Blue, you only have 6 days left to 
capture a town or you will be 
banished from this land. 
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Yog has a long trek to get his castle before time expires... 


where the Yawning Shield of the 
Dead can be found. 


Birth of a Barbarian 

Yog has made a life-choice to 
abandon magic, much to the 
chagrin of his wizardly cohorts. 
This actually simplifies strategy— 
no need to develop magical 
structures or abilities. 
Concentrate on building Yog into 
a strong, fast fighter (pathfinding 
and logistics are essential, ignore 
the magic skills). 

In On the Run, Yog starts with 
no town, and a force of mages 
blockades a second hero. Follow 
the main road until the end. Yog 
probably won't arrive at the target 
city until day 7. Don’t attempt to 
take the city next to his starting 
location—it is a little too powerful. 
After capturing the proper castle, 
build a force big enough to take 
on the mages and free the second 
hero. Securing the southern half of 
the map should not prove difficult. 
Assaulting the victory city Groa in 
the north, though, will. Bring lots 
of strong units, preferably Titans. 

The Meeting is a small, tough 
map. Don’t challenge the powerful 
garrisons; instead, take the tele- 
porter and build an army from the 
critters on the other side. A battle 
of attrition might be difficult, so 
build a strong force and strike 
towards the objective city Ulgak. 

A Tough Start has Yog deliver- 
ing pieces of the Angelic Alliance. 
This artifact allows all manner of 
creatures to be combined without 
penalty. Lay waste to the enemy 
before delivering the artifact to 
the quest guard. In Falor and 
Terwen, the Angelic Alliance com- 
ponents must be delivered to a 
seer. Three keymasters must be 
passed, one of whom is located 
underground. Yog should be quite 
powerful by this point, and the 


enemy not much of a challenge. 
Finally, Returning to Bracada 
| finds our hero near the end of his 
delivery-boy career, taking the 
remainder of the Angelic Alliance 
to Beleg and Orruk. Concentrate 
on swift troops and ranged units— 
several nasty wizards can give Yog 
some trouble. 


The fun begins 

After the first four campaigns have 
been finished, the Sandro cam- 
paign becomes available. As the 

' deathly one is a strong necro- 
mancer, cover him with artifacts 
that abet necromancy skill, and 
advance that skill to expert as 
soon as possible. Never allow weak 
| groups of creatures to flee from 

| battle, harvest them into a massive 
| army. When the expert necroman- 
cy skill yields Liches, upgrade to 

' Power Liches and make sure all 
Slots are filled. Harvested creatures 
will then rise as Power Liches rather 
than the standard sort. 

After the Sandro campaign, the 
Unholy Alliance campaign 
becomes available. Our heroes in 
the first four campaigns reprise 
their roles, now as mature studs 
out to squash Sandro’s plot. In 
the later scenarios, Crag Hack and 
Yog begin working in tandem, as 
do Gem and Gelu. The final bat- 
tle, Union, has all four fighting 
side by side. Winning this cam- 
paign unlocks yet another cam- 
paign; this time, Sandro is busted 
to the rank of fetid zombie flesh 
and must launch a new career of 
' death dealing. 

One last hint to keep in mind 
is that the difficulty level of each 
scenario is selectable at the 
Start. Save after each completed 
scenario, and if the next proves 
too tough, scale back the diffi- 
culty a level or two and try 
again. —Jeff Vitous 
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Press Ctrl-Tab to display the console window and then enter the 
following codes: 


ExploreArea(); Show the full map 
Hans(); Teleport party to pointer 
SetCurrentXxP(X); Give selected characters X 
experience 
| AddGold(x); Give X gold to party 
Midas(); Add 500 gold 
FirstAid(); Give five healing potions and anti- 


dotes, and one Scroll Of Stone To Flesh 


Note: Back up the original files before doing this. Use a text edi- 
tor like Notepad to edit the file “icewind.ini” in the install direc- 
tory. Add the line “Cheats=1” under the “[Game Options]” sec- 
tion. Now start the game and press Ctrl-Tab to display the con- 
sole window. Type “CHEATERSDOPROSPER:EnableCheatKeys();” 


(case-sensitive) to enable cheat mode. Enter the following codes 
while playing a game: 


Move selected characters to pointer position 
Heal or resurrect the selected character 

Kill selected monster or NPC with no experience 
Display trigger polygons; shows traps 

Display character bounding boxes 


KISS Psycho Circus 


: While playing the game, press the ~ key to open up the console | 
3 and type the following codes: 


Result 

| God mode 

! All weapons 

| No clipping 

: Monster targeting on/off 
Fly mode 


Chase camera (five angles) 
Cycle through four player classes 
Increase armor and health 
Decrease armor 
Restart current level 


Ground Control : 


At the main menu press the M-S-V keys at the same time. This 
will bring up a dialog box, where you can enter the following 
codes: 


Allows “~” to bring up console 
God mode for all units 
Disable god mode 
Play all campaign missions in “custom game” menu 
Flashlight GUI mode 


Funny textures 


Play secret sabotage mission in 
“custom game” menu 
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Shogun: Total War 


Type the following codes while in the game: 


-MATTEOSARTORI Reveal map 

.DAGGINS Reveal map 

-MUCHKOKU. Unlimited KoKu 

-CONAN. Remove construction abilities, negative KoKu 


NOTE: Cheats may not work in later versions of the game. 


Bang! Gunship Elite 


In the New Game menu, type the following as your player 
name to skip to the level: 


MAYDAY Level 2 


IAMATANK God mode 
IAMASEER Reveal map 
|IAMALOSER Lose scenario 
IAMAWINNER Win scenario 
IAMANARCHMAGE All spells 


VICTORY Level 3 SUNSHINE Level 11 
CHALLENGER Level 4 BLOWUP Level 12 
AZIMUTH Level 5 NEUFTROIS Level 13 
REVEALED Level 6 BARACUDA Level 14 Pocopate: + 2S a he eS ee 
STONEAGE Level 7 GIVEAWAY Level 15 ! 
WARFARE Level 8 WATERFALL Level 16 Warlords: Battle cry ! 
OXYGEN Level 9 SEVENTEEN Level 17 
SKYHIGH Level 10 NEARTHEEND Level 18 Type the following codes while in the game: : 

Y2K Level 19 : 
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Martian Gothic: Unification 


Pass over the “Hints for Videogames” book in your inventory and 
type the follwing codes: 


YOULOOKINATME Infinite health 
IFEELUNUSUAL Infinite ammo 

~~] QUICKSUCKITOUT Immune to poison 
PATRICKMARLEY Listen to Darnley Microcorder 
ILOVETHISGAMEWHOMADEIT View credits 
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Looking Glass: RIP 
In response to Denny Atkin’s 
Upfront on Looking Glass’ fail- 
ure [CGM 117]: 

As a recent MBA grad from 
a top tier university, | can 
readily identify one of the 
major problems in the gaming 
industry. (In fact it is a prob- 
lem within the tech industry 
as a whole). Looking Glass, 
like so many other organiza- 
tions, keeps its focus only on 
the game developers. Don’t 
get me wrong, the developers 
and programmers can be the 
key to the success of a game 


from a gamer’s prospective. However, when one looks deep inside 
a company, traditional business talent must be there. This means 
(OH NO!!!) suits and businessmen with education in the art of 
financial management, marketing, operations and accounting. 

Countless times myself and others from many of the top univer- 
sities have tried to gain employment with LG and others and time 
and again the doors are slammed. “We don’t need financial 


experts,” or 


“You are not the right fit, because you are not a soft- 


ware programmer” are common in the rejection notices. | would 
be willing to bet my degree that if LG had the correct business pro- 
fessionals in place within its organization, the money troubles 
would have been eliminated. Hopefully other gaming companies 
will learn to hire not just the best developers, but also the best 


business professionals available. 


Thomas Arrington 


Strategic Business Development Manager 


Clean up their acts 
As a 37-year-old long timer 
gamer, | too was shocked at the 
demise of Looking Glass, perhaps 
the most innovative design house 
out there in the market. 

| would like to make an addi- 
tional comment observation on 
your fine editorial. While | com- 
pletely agree that CD-R burning 
games and returning them is a 
very bad thing, game companies 
also need to clean up their acts. 

While gamers need to be more 
responsible and understand that 
their money is going to pay for 
these great game designs, game 
companies also need to recognize 
that when they throw crap into 
the marketplace at $40-50 and 
then fail to fix or support it when 


Texas Diagnostics 


gamers cry foul, that they too are 
affecting smaller houses like 
Looking Glass and helping to 
drive the entire industry under. 
Peter Szymonik 
Manchester, CT 


Praising the Sausage 

Thank you and Phil Steinmeyer 
for his column “Inside the 
Sausage Factory.” | am always 
interested in reading about how 
stuff gets done in the gaming 
industry and the business behind 
the games. Most game develop- 
ment articles | have read in the 
past fall back to a recount of the 
tools used and a description of 
the developer's computer sys- 
tems. While this information can 
be interesting, | am more inter- 


ested in “how” games are devel- 
oped, not “what” is used to 
develop them. 

Phil's articles detail all the 


_ hoops that a small developer must 


jump through, and the struggle to 
keep up with the demands of 


| today’s game market. | wish him 
' and PopTop the best of luck, and 


hope they don't “blow out their 


| flip flop.” 


Scot McKaskle 
Apple Valley, CA 


More Sausage 


' OK here are some questions. 


1. When Tropico is released will 
Phil Steinmeyer continue to 
write for you? 


| 2. Why the hell are you guys so 


damn good? 


| 3. Will you pick another game 


designer to fill Phil’s spot? 

4. Since you've done the day of a 
game designer, why don’t you 
do one of the day of Steve 
Bauman? Or another one of 
your staff (But everyone wants 
Steve, More Steve! More 
Steve! More Steve!). 

Aaron Thomas 


OK, here are some answers: 
1. Yes. 


| 2. Steroids. And milk. 
| 3. See t. 


4. You scare me. Please seek pro- 
fessional help. 


| For adults only 


As an aspiring game designer, | 
try to read several different gamer 


' magazines and attend relevant 
' conferences. In my later years (1 


am 25), | have started to really 
notice how the predominantly 
male gamer community is often 
viewed as a bunch of 
Neanderthals. 

When | purchased this issue in 
the store, | also took a look at 
another PC magazine and | think 
it’s motto must’ve been ‘girls and 
games’ or something to that 
effect. Anyway, it felt like | was 
looking at an adult magazine 


' because there were so many biki- 
' ni-clad or half-naked women in it. 


| ended up buying your maga- 
zine and after reading the 


letters to the editor>>»>comments>?>>>,advice 


_— into the preview glass 


Rebound section of your maga- 
zine dealing with The Sims and 
homosexuality issues and your 
honest review of Messiah, | really 
felt that there are people out there 
like your staff that refuse to per- 
petuate the notion that all men 
are Neanderthals and need to see 
big-breasted women wearing 
next-to-nothing to enjoy a maga- 
zine or a game. 

You have truly created a mag- 
azine that adults can read and 
enjoy and not feel embarrassed 
to have around their girl- 
friends... thanks! 

Michelangelo Capraro 


Be afraid 

I'm a really big role-playing fan, 
and when | got you issue with the 
Soldier of Fortune demo [CGM 115], 
| really didn’t know what to think. 
| didn’t like Quake /I/ Arena, but 
still | decided to pop it in and give 
ita try. 

And | have to say, this is the 
best f$@"*ing first-person shooter 
I've played, even if it’s just a 
demo. Each time | killed a guy, | 
shot of his limbs with my shotgun 
while he was dead. It just makes 
you feel good when you blow of a 
person's head with sniper rifle. 

Sorry for the AOL account. 

WizardxXxI 


Mascot 
Why don't you have a mascot? 
Mascots are a good way to earn 
extra money from merchandise, 
and a good way for people to rec- 
ognize you. After all, just look at 
PC Gamer’s Coconut Monkey, they 
make Coconut Monkey shirts, 
caps, sweaters, and all sorts of 
Coconut Monkey merchandise. 
Imagine if you had a mascot with 
the same impact! It’d have to be 
something really original to catch 
on though, such as the Computer 
Games Magazine Llama, or Ocelot, 
or maybe a Walrus. 

Just something for you to think 
about, keep up the good work! 

Willy Hudson 


We were thinking of printing up T- 
shirts with the saying, “Now 90% 
Typoe Free.” —ed 


Tune those windows 

Hey | just got my subscription to 
your wonderful magazine and was 
reading “Rebound” when | saw the 
comments on the article “Tuning 
Windows for Games.” | was won- 
dering where | could get it. 


DeRezzer 


We've received a ton of people 
asking about this article. You can 
find it online at: 
www.cdmag.com/articles/ 
026/077/tuning_feature. html 


Previews galore revisited 
| wish to add my voice to that of 
Tom Mazzullo [ “Previews galore”, 
Rebound, CGM 117]. | read a couple 
of computer game magazines (of 
which | find your articles to be the 
better-written) and have also been 
frustrated that the focus is almost 
completely on the latest and great- 
est that we may see sometime this 
year or next, to the exclusion of 
games that have been on the shelf 
for a while and are being played. 

| for one am still happily play- 
ing Civilization Il and Heroes of 
Might and Magic III, along with 
several other older games. | would 
enjoy seeing articles that cover 
these proven games. | do enjoy 
seeing what is on the horizon but | 
feel that when we forget where we 
have been and where we are, we 
forget to make sure that what will 
be is be better. 

Aaron Rogge 


No more previews! 

| just opened your latest edition 
and saw Tom Mazzullo’s letter 
stating that previews are less 
important than the space and 
time you give to it. | agree totally. 
This edition has 60-plus pages 
that are of no interest to me [/t 
should be noted that this was a 
once-a-year “Ultimate Preview 
Guide—ed]. |'m writing in hopes 
that, if enough of us write, you'll 
understand that previews are not 
why we read your magazine. 

I'm an old gamer: 50 years of 
age and since 1981 on an Apple Il. 
I'm a casual but avid gamer, nota 
rabid play-every-spare-minute 


guy. I’ve subscribed for years to all 
the game magazines including 
yours. | usually read the reviews and 
letters and pass them to my workout 
buddy (whom | hooked on games). 
Most | read less than an hour. 

But | just couldn’t part with the 
last few issues of your magazine. 
The hardware, Windows 2000 arti- 
cle, FAQ and some reviews (Sims 
and Thief I/) made them valuable 
to me. | was expectant when your 
magazine came again today. But 
the heart of it is previews. 

| hate previews. Consider 
Trespasser, Daikatana (at first), any 
Star Trek game... they sounded great 
during all the pre-release hype. But 
previews don’t add anything to 
gameplay, and they really set up 
gamers for disappointment. In short, 
previews don't add anything to the 
game or the publication. 

Bruce Porter 


Change focus 

It would be so awesome to have a 
magazine that covered PC Gaming 
in the manner and depth Tom 
Mazzullo advocates! And who bet- 
ter to do it than CGM? Your cover- 
age already borders on what he 
proposes, especially when com- 
pared to your competition. 

| would not propose that you 
should abandon your coverage of 
future titles—surely your readers 
want some of this type of reporting. 
Many may not subscribe to all the 
“heavy hitters” in your genre as | 
do, and you must cater to them as 
well, eh? But shifting the focus of 
the magazine from “What’s New” to 
“What's Good” would be fabulous! 
As | inferred previously, your staff 
are Clearly no strangers to “in- 
depth reporting” (especially when 
compared to your competition) and 
| can only wonder at how enjoyable 
your magazine would be with their 
talents and energies directed in the 
manner Mr. Mazzullo suggests. 

The rest of his letter, the por- 
tions about all PC gaming maga-’ 
zines changing their focus and 
laying some of the blame at your 
feet and, in effect, challenging 
you to re-shape the PC Gaming 
industry with mighty strokes of 


your pens, seem highly unlikely. 
But God bless him for writing in 
with a well-crafted and well- 
thought-out letter though! And 
Bless y’all for printing it! 
Joel Smallbeck 


While we haven't necessarily 
worked out all of the details, we 
think people interested in more of 
these types of articles will be 
happy with some upcoming 
changes we plan on implementing. 


Incoherently annoyed 
[ The following letter was sent to 
the three remaining major PC 
gaming publications. | 

I'm becoming increasingly 
annoyed with your magazines’ 
smart-alecky content/tone. 
Following business models devel- 
oped by Mad and Rolling Stone, 
your publishers have obviously 
decided that to be “hip,” “cool,” 
“trendy,” or “acceptable” (if you 
don’t like these adjectives feel free 
to pick others), your magazines 
must feature staffers capable of 
writing about more than computer 
terminology or technology; said 
hacks (ahem, /iterati) must be capa- 
ble of witty banter and clever social 
commentary. Unfortunately, outside 
of [examples of people from other 
publications], |’ve seen few writers 
on any of your staffs over the years 
that can capably fit this job descrip- 
tion. | have, however, seen far too 
many like [name removed to protect 
the guilty], who not only are not 
witty and not clever, but who also 
compound their inability to be witty 
or clever with a deplorable willing- 
ness to encourage their audience to 
be equally not witty and not clever. 

I'm here to tell you that there is 
nothing “outdated,” “boring,” 
“staid,” or “unacceptable” (again, 
pick other adjectives if necessary) 
about writing high-quality articles 
that are honest, intelligent, well 
reasoned, and informative without 
resorting to clichés. Witty banter 
and clever social commentary, 
even among those staffers who are 
capable of it, should be left to 
others. Stop “SportsCenter-izing” 
the computer gaming community. 
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Thus | propose banning the fol- 
lowing people and/or topics, in no 
particular order of importance, 
from your magazines for at least a 
month, as a trial run, except where 
and when absolutely necessary: 
George Lucas 
Lara Croft 
Hulk Hogan 
Bill Clinton 
Pong 
Booze 
Bodily Functions 
Roger Moore 
William Shatner 
Robert Jordan 
Softball 
John Romero 
Austin Powers 
Gary Coleman 


There are undoubtedly other 
people and topics | could include, 
but hopefully you've already got- 
ten the point by this point. 
Including “sly” references to these 
people and topics in your columns 
and articles month after month is: 
a) off-topic, b) obnoxious, c) 
insipid, d) solipsistic, e) hackneyed, 
f) unfair, g) antagonistic, and h) all 
of the above (once more, substitute 
other adjectives if you like). 

Dare to be different! Dare to 
thwart your publishers! Dare to lay 
this rule down as policy when your 
writers pick up their staff assign- 
ments (and their monthly supply 
of crayons)! Dare to edit high- 
quality magazines! And, most 
importantly, dare to correct your 
magazines’ many typoes before 
they go to press! 

Robert Burg 


PS. If you found this letter to be as 
smart-alecky as | find your maga- 
zines, I've truly succeeded in 
demonstrating absurdity by being 
absurd. 

P.P.S. Jar-Jar Rules! Long-live Jar-Jar! 


While we can’t speak for other 
publications, we'd be surprised if 
it were the “suits” dictating those 
changes or merely desperate 
attempts by writers to appear 
cool. Not that we'd know anything 
about that, mind you... —ed 
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‘DOGS OF WAR’ is the 
first fully 3 dimensional 
Tactical Action/Strategy 
game to effortlessly mix 
line-of-sight arcade 
urgency with the com- 
mand interface required 
to lead a massed force to 
victory -delivering highly 


(os 


challenging & addictive 
gameplay 


across a 
breathtaking, dynamic 


| battlefield. 


~~ Talonsoft (Action) 
Release: 8/00 
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PRICE 


TITLE RELEASE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
PC CD Alien Vs Predator 06/99 $24.95 Half Life:Game of Year Ed 07/99 $29.95 Rainbow Six:Covrt Op 09/00 $39.95 Speco Ops Platinum 08/00 $28.95 
; Ta aaa Alien vs. Predator Gmrs Ed04/00 $28.95 Halo 11/00 $42.95 Rapid Assault 01/00 $5.99 Star Trk DS9 Fallen 04/00 $38.95 
MAX PAYNE’ is a gritty journey to Battlezone 2 12/99 $24.95 Heavy Gear 2 06/99 $14.95 Recoil 03/99 $34.99 Star Trk Kingon Acadmy 06/00 $38.95 
the present day New York City dur- Battlezone Gold 09/99 $24.95 Heavy Gear 3 12/00 $39.99 Requiem 04/99 $18.95 Star Trk Vygr Elite Fre + 08/00 $39.95 
ety Ahlan C&C Renegade 08/00 $42.95 Heavy Metal 07/00 $38.95 Resident Evil 2 03/99 $29.95 Starlancer 05/00 $38.95 
fouiaet ‘alii pits to the greatest Carmageddon 2 11/98 $18.95 Hidd Dang Missn Pk 01/00 $23.95 Return to Castle Wifstn 09/00 $39.95 Starsge Trbe Actn Pk 10/99 $28.95 
skyscraper heights, leaving Behind Carmageddon TDR 2000 09/00 $39.95 Hidden & Dangerous 07/99 $18.95 Rogue Spear | 10/99 $28.95 Starship Troopers 08/00 $38.95 
a trail of corpses splatters obhiood Carnivores 2 02/00 $18.95 Hidden & Dangerous 2 10/00 $37.95 Rogue Spear Expansion 04/00 $19.95  Starshot | 08/99 $26.95 
: ‘ , Crimson Skies 08/00 $42.95 High Impact Paintball 09/00 $34.95 Rogue Spear Platinum 11/00 $39.95  Starsiege Tribes 2 09/00 $42.99 
and empty brass rolling on the DF 2 Jedi Knight wSith 09/98 $24.95 Hired Team 07/00 $39.99 Rolicage 2 10/00 $38.95 System Shock 2 08/99 $18.95 
floor. Max Payne, now a DEA spe- Daikatana 05/00 $28.95 Hitman: Codename 47 10/00 $32.95 Tachyon: The Fringe 04/00 $34.95 
cial agent; goes to work undercov- Delta Force 2 11/99 $34.95 Interstate 82 11/99 $18.95 SWAT. 3¢lite Edition 09/00 $39.95 
er among the dirtiest mobster mur- Descent 3 Mercenary 11/99 $17.95 Kingpin: Life Crime 07/99 $24.95  SHOGO: Mobile Armr Div 10/98 $14.95 Thief Gold: Dark Projet 11/99 $17.95 
derers in this city gone bad. Pinna 08/00 $42.95 
Hiern sl Descent: Freespace 2 10/99 $27.95 Loose Cannon 08/00 $42.95 pile gre pit Le: 
PC CD : Die Hard Trilogy 2 03/00 $24.95 MDK2 06/00 $34.95 Voyager pits players against a 
Die by the Sword 03/98 $9.95 Martian Gothic . 05/00 $18.95 iewukieade of Star Trek enemies i 
‘STARSHIP TROOPERS’ puts you Rb oy Tee EER TOS Sie — ats ie coe including the relentless Borg and 
tes ne racress ee “en Roe Wine UE See cedipecie a cs aa al 
: at Driver 10/99 $24.95 Midtown Madness 2 06/00 $39.95 are, 
tive. While in ae prtillel ship, Duke Nukem Forever 10/00 $39.95 Mission Impossible 09/00 $26.09 |J——.i/iasii 
he nee fake , bil se : Evil Dead:Hail to the King 10/00 $39.95 MoHo 09/00 $39.95 STAR TRE 
pease: ieeats dergei wah a Evolva 06/00 $29.95 Monster Force 11/00 $39.95 mah LO) Fgh Gt or 
Sane ae in. vignete al Flash Point 06/00 $36.95 Mortyr 12/99 $32.95 ELITE FORCE 
a : : ed Freespace 2 Sci-Game Year06/00 $38.95 Navy SEALs 06/00 $49.99 ee . 
buildings, wide open landscapes, & J) Freespace Battle Pack 11/99 $14.95 Nerf ArenaBlast 93/00 $2595 /Aetivision (Action) PH ser PHASERS Ta Fass 
swarms of bugs attacking simulta- ‘alias be $3080 Newle Release: 9/00 
neously are all a part of the game. . oene 09/00 $39.95 a 
Giants 10/00 $39.95 No One Lives Forever 08/00 $39.99 
. . Grand Theft Auto wExp 04/99 $27.95 Obi Wan 10/00 $42.95 SWAT 3: Close Quarters 11/99 $32.95 Tomb Raider 4 12/99 $28.95 
pli a, Gromada 06/00 $19.95 Oni 09/00 $42.95 Sin 11/98 $12.95 Tomb raider 5 11/00 $28.95 
Pc CD : Guardians of Darkness 07/00 $44.99 Planet of the Apes 10/00 $39.95 Sin Mission Pack 1 02/99 $14.95 Turok Dinosr Huntr 2 02/99 $32.95 
Gulf War:Op Desert Hmmr09/99 $23.95 Slave Zero 12/99 $28.95 Unreal Gold Bundle 08/00 $27.95 
TuITMAAN. 00 ; Half Life 11/98 $19.95 Quake 3 Arena MP1 09/00 $24.95 Soldier of Fortune 03/00 $38.95 
He eee Bes Quake III:Team Arena 09/00 $39.95 South Park 03/99 $28.95 Warzone 2120 08/00 $34.95 
cles your progress through a series Half Life Oppsing Frc 11/99 $27.95 Rainbow Six Eagle Watch 01/99 $17.95 Spec Ops 2 11/99 $27.95 XCom Collection 11/99 $27.95 
of contracts. Includes some 27 lev- Half Life Team Fort2 12/00 $42.95 Rainbow Six Gold 06/99 $22.95 Spec Ops:Ranger Gold 11/99 $27.95 X-Com Alliance 11/00 $39.95 
els that cover five actual hits, as COMPUTER GAMES: SIMULATION 
see hl eli 1943 Euro Air War 11/98 $18.95 Interceptor 03/99 $26.99 MS Flight Sim 2000 10/99 $38.95 Panzer Elite 12/99 $34.95 
equipment information. and the 3D Railroad Master 10/98 $49.99 Jane's F/A-18 01/00 $34.95 MS FlightSim 2000 PE 10/99 $59.95 Pedal to the Metal 08/99 $9.95 
like. Most missions are comprised 3D Ultr Rdo Cntri Reng 11/99 $18.95 Jane's USAF 10/99 $36.95 Powerslide 12/98 $19.95 
of about 80% planning and 20% AMA Superbike 09/99 $29.95 Jet Fighter 3 Classic 10/99 $14.95 MechWarrior3ExpPk 12/99 $22.95 R/C Pilot 02/99 $99.99 
action ATC-2000 07/00 $39.95 Jet Fighter 4 09/00 $38.95 MechWarrior 4 11/00 $44.95 RC Stunt Copter 09/00 $37.99 
Airport 1 05/00 $28.95 Jet Fighter Full Burn 07/98 $12.95 Mig Alley 12/99 $34.95  RallyMasters 09/00 $29.95 
Fidos (Action) Apollo 18 03/99 $35.95  LuftwaffeCommander 12/98 $24.95 Mobil 1 Rally Champ 03/00 $26.95  ReVolt 09/99 $24.95 
Release: 10/00 | M1 Tank Platoon 3 09/00 $42.95 Monaco Grand Prix Rcg 2 06/99 $31.95 Red Baron 3D 11/98 $16.95 
PC CD Battlecruiser Millenium 11/00 $44.95 MSCFS Combat Exp Pk 08/00 $18.95 Moto Racer GP 2 11/98 $14.95 SCCA Trans Am 06/00 $35.95 
Caesar's Palace 2000 06/00 $26.95 MSCFS Combat Pilot1 07/00 $33.99 Motocross Madness 2 06/00 $38.95 SS Nscr Grnd Nat Srs 09/98 $19.99 
| <B-17 FLYING FORTRESS 2: THE Castrol Honda Sbike 2000 01/00 $24.95 MS Combat Flight Sim 11/98 $28.95 Motorhead 03/99 $14.95 SU-27 Flanker 2 11/99 $36.95 
MIGHTY 8TH’ Command the Champ Mtrerss w/Reky Sep-0002/00 MS Combat Flight Sim 2 10/00 $44.95 Motorsims' SCCA Trans-Am06/00$39.99 | SU-27 Finkr 2 Add-On 05/00 $28.95 
supreme daylight bomber of World a Colin McRae Rally 04/00 $24.95 MSFS 2kAirport2k3 11/00 $24.95 NASCAR Heat 08/00 $39.90 SU27Flanker 2 CE 05/00 $39.95 
War II. Master each of the 10 crew SAL orerxc contacts Comanche 4 07/00 $38.95 MS FS 98 Afrcn Safri 02/99 $24.95 NASCAR Legends 11/99 $32.95 Search & Rescue 2 09/00 $39.95 
member roles. Navigate accurately me, TRE MIGHTY 81! Comanche Gold 05/98 $18.95 MSFS98 Airbus 2000 05/00 $29.99 NHRA Drag Racing 09/99 $19.95 — Sierra Pro Pilot 99 11/98 $19.99 
across Europe. Locate and bomb . Destroyer Command 11/00 $42.95 MS FS 98 CoPilot 2 05/00 $29.99 Nascar 2000 03/00 $36.95 
strategic targets, and defend the — Dirt Track Racing 12/99 $19.95 MS FS 98 FSGlobal Scnry 05/00 $29.95 Nascar Acceleration Pk 04/00 $39.95 — Star Trek Bridge Commdr 04/00 $44.95 
plane from furious enemy attacks. Se" > eer: F/A 18 Hornet/Korea Bnd! 09/98 $28.95 MSFS 98 Flight Bag 07/99 $28.95 Nascar Racing 4 11/00 $39.95  Starsiege 03/99 $14.95 
Breathtaking air combat sequences Mea cy J F/A-18E Super Hornet 03/00 $36.95 TTRIAGK RACING 2) Series Start Up 07/00 $28.95 
through photorealistic terrain & A F/A18 Expansion Pack 08/00 $24.95 | 4h 30 tracks (Oval, D-Oval, Tri-Oval ried CIN Shaws 
makes it all feel incredibly real. “ -_ F1 World Grand Prix 2K 06/00 $18.95 & Figure 8)- practice, qualifying, Stunt GP Racing 09/00 $39.95 
the ae s F22 Total Air War 10/98 $14.95 heats & main events. 18 cars: | Super Bike 2000 02/00 $35.95 
Microprose (Simulation) wr F22/EF 2.0 Bundle 01/99 $9.95 Pure Stock-Entry level ears with ae Super Bombad Racing 04/00 $39.95 
Release: 9/00 FA18 Korea Gold Mac 05/00 $28.95 difications, Production Stock- i Superbike World Champ 03/99 $14.95 
PC CD FLY! 08/99 $14.95 Whe oe Ren TOCA Racing 2 09/00 $44.99 
500 Hp modified stock cars, & Late f& 
Falcon 4.0 wBinder 12/98 $19.95 ae Tanarus 11/98 $9.99 
Reaper Fighter Squadrn: SDOE 03/99 $12.95 | Models-Professional, highly modi- Fg Test Drive 6 12/99 $28.95 
SILENT HUNTER Il’ recreates the + renee tana ) $44.99 | Hed 800 Hp cars with glass bodies. [a an Vhatoid 
battles between Hitler's U-boat ig tCombt Thndr Erpe 05/00 $44. GT (Simulation) est rive e Mans 04/00 $38.95 
force & Allied convoys. Multiplayer Flight Un 3 Scenery 09/00 $44.99 Release: NOW Test Drive Off Rd 2 11/98 $12.95 
mode for Rt acon & coopera os ee So ee 
y . | . ; est Drive Rally 2 
hie La See Fly Hunter 11/98 $29.99 | Ralseeora Ooia's CARS Tie Fghtr Clict w/Vhcl Ref 12/98 $18.95 
enhanced dynamic campaign com- Fly the Best MS FS 98 08/99 $28.95 Top Gun 2 Hornets Nest 01/99 $15.95 
plete a very detailed & realistic Fly! MegaScnry P Nwest 02/00 $19.99 Tour Car Challenge 10/99 $22.95 
environment. Flying Corps Gold 02/98 $15.99 MSFS98Grnd Canyon 05/00 $19.99 Nations Fighter Command 12/99 $24.95 —_UIti. Race. Series 3 03/00 $17.95 
Flying Nightmares 2 09/00 $35.99 MSFS98Scnry Qnsind 05/00 $28.99 Need Speed:Porsche Un! 03/00 $37.95 — Ultim. Fligh. Ser 4 02/00 $17.95 
Grand Prix 500 03/00 $28.95 MS FS Airbus 2000 05/00 $22.95 Need for Speed 3 09/98 $14.95 Ultimate Flight Srs 3 02/99 $17.95 
Grand Prix Legends 10/98 $18.95 MS FS Airport 2k v.2 04/00 $32.95 Need for Speed 4 06/99 $18.95 WWII Fighters 11/98 $18.95 
Mindscape (Simulation) Gunship! 04/00 $34.95 MS FS Global Scen Upgrd 05/00 $29.95 Need for Speed:Motor City09/00 $39.95 X-Com Interceptor 06/98 $3.95 
Release: 12/00 Harley-Dvdsn's Race Am 01/00 $14.95 MS FS WOW 05/00 $24.99 Newman Haas Racing 11/98 $19.95 X-Wing Alliance 03/99 $24.95 
PC CD Independence War 2 08/00 $42.95 MS FS98 MgScn DU Vctra05/00 $35.99 Pacific Theater 07/00 $28.95 X-Wing Collector's Srs 06/98 $28.95 
Independence War Dix 08/99 $17.95 MSFS98 VIP UltClictn 03/00 $28.95 X-Wng v Tie W Binc Pwr 10/98 $18.95 
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NEW 


l 
PRICES” 


COMPUTER GAMES: STRATEGY 


TITLE 
1602 AD 
Age of Empires 
Age of Empires 2 
Age of Empires Gold Ed 
Age of Emprs Rise Rme 


Airline Tycoon 

Alpha Cen Planetar Pk 
Alpha Centauri 

Alpha Cntri Alien Crssfre 


RELEASE 
02/00 
10/97 
09/99 
04/99 
11/98 


10/00 
03/00 
02/99 
10/99 


PRICE 
$28.95 
$24.95 
$39.95 
$32.95 
$24.95 


$28.95 
$37.95 
$18.95 
$24.95 


TITLE 


RELEASE 
Emergency Firefighters 06/00 
Emergency Room 2 03/99 
Empire of the Ants 07/00 
Entrepreneur Corp Exp 11/99 
Evolution 01/98 
Extreme Tactics 10/98 
Farmland USA 02/00 
Fleet Command 05/99 
Force 21 08/99 


PRICE 
$19.95 
$19.95 


$39.95 
$19.99 
$28.95 
$19.95 
$12.95 
$29.95 
$14.95 


TITLE RELEASE 
MAX 2 06/98 
Magic & Mayhem 05/99 
Magic:the Gathering 03/97 
Majesty 03/00 
Majesty:Northern Exp 09/00 
Master of Orion 2 11/96 
Maximum Risk 09/00 
MechCommander 07/98 
MechCommd Gold 09/99 


PRICE 
$24.95 
$32.95 

$9.95 
$34.95 
$25.95 
$9.95 


$34.95 
$14.99 
$28.95 


Mindscape (Strategy) 


Release: 8/00 
PC CD 


Armies Of Armageddon 
Armored Moon 

Army Men 3 

Army Men Air Attack 
Army Men Freedom Pck 


Axis & Allies Iron Blitz 
Battlecrser 3000 AD V2 
C & C:Red Alert 2 

C&C 2 Tiber Sun Pitmn 
C&C 2: Tiberian Sun 
C&C Gold Bundle 

C&C Red Alert Arsnl 
C&C Worldwide Warfre 
C&C2 Firestorm 
Caesar 3 

Civ 2 Fantasy Worlds 
Civ 2 Multiplayer Gold Ed 
Civ 2 Test of Time 
Civilztn Call to Powr 
Cmmndos:Bynd Call Duty 
Colonization W95 
Commandos 2 
Conquest Earth 
Conquest New World 2 
Conquest: Frntr Wars 
Corsairs 

Creatures 2 

Creatures 2 Deluxe 
Creatures 3 

Creatures Adventures 
Creatures Life Kit 1 
Cutthroats 


Dawn of War 
Diplomacy 

Disciples 2:Dark Prph 
Disciples: Sacred Lands 
Dominion Strm Ovr Gft3 
Dune 2000 

Dungeon Keeper 2 
Earth 2140 

Earth 2150 

Earth 2150 - The Moon 
Emergency 

©2000 CHIPS & BITS. INC 


04/00 
02/98 
10/99 
03/00 
01/00 


11/99 
12/98 
10/00 
08/99 
08/99 
11/98 
12/98 
12/98 
03/00 
10/98 
11/97 
12/98 
08/99 
04/99 
04/99 
06/99 
11/00 
09/97 
10/00 
05/00 
10/99 
09/98 
05/99 
10/99 
1 0/99 
01/98 
09/99 


07/00 
12/99 
09/00 
11/99 
06/98 
09/98 
06/99 
10/97 
06/00 
09/00 
09/98 


$39.95 
$26.99 
$16.95 
$28.95 
$28.95 


$25.95 
$14.95 
$39.95 
$48.95 
$34.95 
$17.95 
$24.95 
$27.95 
$25.95 
$17.95 

$8.99 
$18.95 
$14.95 
$24.95 
$19.95 

$7.95 
$32.95 

$8.95 
$44.95 
$44.95 
$28.95 
$14.95 
$21.99 
$28.95 
$25.95 
$14.99 
$26.95 


$24.95 
$34.95 
$39.95 
$29.95 
$14.99 
$14.95 
$18.95 
$12.95 
$38.95 
$29.95 
$14.95 


Force Commander 03/00 
Forts 09/00 
Frontier Land 05/00 
Gangsters 12/98 
Global Domination 11/98 
Gms Email: Risk 06/00 
Ground Control 06/00 
Hardwar 08/98 
Hero MM IIl Arm Blade 10/99 
Hero MM Millenium Ed 12/99 
Heroes M&M 2 Gold 12/98 


Heroes MM II] ShaD Death03/00 


Heroes of M&M3 03/99 
History of World 05/97 
Homeworld 09/99 
Homeworld:Cataclysm 08/00 
Imperial Conquest 06/00 
Imperialism 08/97 
Imperialism 2 04/99 
Imperium Galactica 2 05/00 
Invictus 02/00 


Jag Allc 2:Unfsh Busness 09/00 


Jagged Alliance 2 07/99 
KKND 2 10/98 
Legend of the Five Rings 12/00 
Lemmings Revolution 05/00 
Liberation Day 03/98 
Lords of Magic SE 11/98 


$39.95 
$44.95 
$42.99 
$18.95 

$9.95 
$14.99 
$38.95 
$14.99 
$24.95 
$28.95 
$17.95 
$38.95 
$27.95 

$8.95 


$28.95 
$28.95 
$42.95 

$7.95 
$18.95 
$34.95 
$34.95 
$29.99 
$18.95 
$28.95 
$42.99 
$18.95 

$8.95 
$19.95 


Metal Fatigue 07/00 
Mind Rover 03/00 
Myth 2 v1.1 01/99 
Myth: Total Codex 11/99 
Outforce 11/00 
Outpost 2 09/97 
Pax Imperia: Emin Dom 11/97 
Peacemakers 12/00 
Pharoah 11/99 
Pharoah Add-On:Cleopatra07/00 
Populous 3 11/98 
Praetorians 11/00 
RR Tycn 2: 2nd Century 05/99 
Railroad Tycoon 2 11/98 
Railroad Tycoon 2 Gld 09/99 
Railroad Tycoon Child Ed 09/00 
Reach for Stars 08/00 
Risk 2 03/00 


Roller CT Loopy LandS 01/00 


Roller Coaster Tycoon 03/99 
Ruthless.com 11/98 
SWAT 2 07/98 
SWAT 3:Battle Plan 09/00 
Sacrifice 09/00 
Sea Dogs 09/00 
Sett 3W/ Mission 2 10/99 
Settlers 3 MD 1/LvlEd. 04/99 


‘REACH FOR THE STARS’ Turn-based strategy of 
galactic exploration, colonization & conquest. Dive 
into the immense range of player controlled game 
parameters or simply focus on galactic exploration 
and enemy destruction. Features more than 30 pre- 
set scenarios, 16 unique species, a diplomatic sys- 
tem, network play, a powerful scenario editor and 
tactical combat. 


$37.95 
$39.95 
$12.95 
$17.95 


$39.95 
$12.95 
$12.95 
$39.95 
$29.95 
$19.95 
$14.95 
$32.95 
$18.95 
$18.95 
$28.95 
$39.99 
$37.95 
$22.95 
$28.95 
$24.95 


$2.95 
$17.99 
$19.95 
$39.95 
$39.99 
$32.95 
$18.99 


‘KINGDOM UNDER FIRE’ details 
the epic battles on the continent of 
Bersiah, where the Race of Light 
(Humans & Elves) & the Race of 
Darkness (Orcs & Ogres) coexist 
in a brooding cloud of suspicion & 
hostility. Features 70 characters, 
20 missions each for Human & 
Devil races, 7 story missions for 
each Hero character, RPG ele- 


player games. 


f ments, & different types of multi- 


GOD (Strategy) 
Release: 10/00 
PC CD 


TITLE RELEASE 
Settlers 3 Mission 2 10/99 
Settlers 3 Ultimate Coll 08/00 
Settlers 3 w/MD 1 10/99 
Settlers 4 11/00 


Seven Kingdms Anc Adv 06/98 


Seven Kingdoms 12/97 
Seven Kingdoms 2 10/99 
Shadow Company 10/99 
Shadow Watch 04/00 
Shadowpact 08/00 
Shogun: Total War 06/00 
Sim Mania pack 03/00 
Sim Theme Park 11/99 
SimCity 3000 01/99 


SimCity 3000 Unlimited 05/00 


SimSafari 03/98 
Soldiers at War 05/98 
Space Empires |V 08/00 
Squad Leader 09/00 


Star Trek DS9 Domn Wrs 09/00 
Star Trek Gen. Coll. 07/00 
Star Trek SFC Neutral 08/00 
Star Trek:Starfleet Cmmd 211/00 
Star Trk Armada 03/00 
Star Trk Gen Birth Fed 05/99 
Star Trk New Worlds 08/00 
Star Trk Starflt Comm 08/99 
Starcraft 04/98 
Starcraft Brood Wars 12/98 
Starcraft Bttl Chest 12/98 
Starfleet Command GE 06/00 
Stars Supernova 10/00 
Stars Twinpack 06/98 
Starship Diplomacy 06/00 
Startopia 11/00 
Stellar Frontier 03/00 
Submarine Titans 07/00 
Sudden Strike 08/00 


TA:Kingdoms-lron Plague 03/00 


The Sims 02/00 
Total Annhitn Kingdoms 06/99 
Total Annihilation 10/97 
Total Annihilation 2 12/00 
Total Annitn Cr Ctgcy 04/98 
Total War 01/99 
Totl Annhitn Bttl Tctcs 08/98 
Tribal Rage 06/98 
Tycoon Collection 01/00 
Ulit. Strat Series 02/00 
Ultimate Sci-Fi Series 03/00 
Ultimate Sim Series 03/00 
Uprising 2 12/98 
Wall Street Trader 2001 08/00 
Wall Street Trader 2K 01/00 
Wall Street Tycoon 09/00 
War at Sea Coll 06/99 
War of the Worlds 01/99 
WarBreeds 03/98 
WarCraft 2 Battle.net Ed 10/99 
Wargames 07/98 
Wargasm 01/99 
Warhmmr 40K Rites War 07/99 
Warlords 3 08/97 
Warlords 4 09/00 
Warlords Battlecry 07/00 
Warlrds 3 Drk Lrd Rsg 08/98 
Warwind 2 11/97 
Warzone 2100 04/99 
Wooden Ship Iron Mn 10/96 
World of Combat 2000 09/98 
World of Swrd Steel 01/98 
Worldcraft Pro 02/00 
Worms 2 01/98 
Worms Armageddon 06/99 
X-Com Apocalypse 08/97 
X-Com e-m@il 12/99 
X: Beyond the Frontier 01/00 
Yoot's Tower 04/99 
Z2 Strategy Wargame 08/00 


PRICE 
$22.95 
$39.95 
$22.95 
$42.95 

$9.95 
$35.99 
$18.95 
$18.95 
$32.95 
$39.99 
$37.95 
$17.95 
$37.95 
$29.95 
$37.95 
$12.95 


$18.95 
$39.95 
$38.95 
$42.95 
$28.95 
$39.95 
$39.95 
$38.95 
$27.95 
$39.95 
$38.95 
$24.95 
$19.95 
$34.95 
$37.95 
$38.95 
$27.99 
$42.99 
$33.95 
$38.95 
$39.95 
$28.95 
$19.95 
$38.95 
$19.95 

$8.95 
$39.95 
$19.95 
$18.95 
$17.95 
$14.95 
$34.95 


$17.95 
$17.95 
$17.95 
$12.95 
$17.95 
$17.95 
$39.95 
$12.95 
$24.99 

$8.95 
$18.95 
$19.99 
$22.95 
$21.95 

$8.95 
$42.95 
$38.95 
$34.95 
$12.99 
$14.95 
$29.99 
$24.95 
$19.95 
$39.99 
$18.95 
$24.95 

$8.95 
$19.99 
$23.95 
$35.99 
$44.95 


| ‘COMMANDOS 2’ Once 
again you take command 
of the elite soldiers 
behind enemy lines as 
you utilize their abilities 
for the mission. New 
characters include a 
thief, a seductress, & a 
dog. Faster paced game- 
play, but still requiring 
the planning & investiga- 
Se-.| tion of mission possibili- 
Meaties. New vehicles 
m™ include jeeps, tanks, 


= cars. All missions are 
playable in single or 
Multiplayer mode. 


Wider, 


he A 


Eidos (Strategy) 
Release: 12/00 
PC CD 


. ‘METAL FATIGUE’ follows 3 broth- 
= ers On Opposite sides of a war over 
si the riches of a dead alien civiliza- 
tion. 3-Level Play, & a pre-build 
phase that gives enough time to 
establish your base before being 
| attacked. Manage units & resources 
# across 3 levels of play simultane- 
j Ously. Action takes place on the 
@ planet surface, in underground cat- 
wacombs & caves, & on orbiting 
asteroids. 


ve a 8 pi 


Talonsoft (Strategy) 
Release: 8/00 
PC CD 


wee AGE OF EMPIRES II: THE CON- 
~ | QUERORS EXPANSION PACK’ 
” Focusing on legendary leaders, The 
Conquerors will challenge veterans 
and novices to wage war on an epic 
scale with all-new civilizations, 
unique units and technologies, and 
Campaigns based on infamous con- 
3 querors such as Attila the Hun, El 
Cid and Montezuma. 


Microsoft (Strategy) 
Release: 10/00 
PC CD 


‘ZEUS: MASTER OF OLYMPUS’ is 
a game of politics & trade, gods & 
heroes, immersing you in the 
| mythology & life of ancient Greece. 
| Build legendary city-states like 
; Athens and Sparta and guide their 
evolution by building colonies, 
invading or trading with neighbors, 
by attracting heroes to rid the coun- 
tryside of monsters, or even calling 
on the gods themselves to help 
keep the mortals in check. 
Sierra (Strategy) 
Release: 9/00 
PC CD 


MEESTER OF OLYMPUS 


BUILD CITIES 
ON THE BORDER 
OF HISTORY 
AND MYTH 


‘THREE KINGDOMS: FATE OF THE 
DRAGON’ In 184 AD, farmers rose 
up against the state. The empire, in 
decline for years, collapsed. Rival 
warlords split China into 3 parts. As 
one of these 3 warlords, build your 
Own regime, develop new technolo- 
gies, & create a mighty army in an 
attempt to control The Three 
Kingdoms & reunify China. Head- 
to-head or co-op multi-player sup- 
port for up to 8 players. 
Eidos erate), 
Release: 9/0 
PC CD 


‘ORB’ is a visually stunning 3D 
real-time strategy game depicting 
the desperate struggle between the 
forces of two planets for control of 
a solar system. The planets are 
located in a vast orbiting asteroid 
belt where both planets’ forces 
mine the asteroids for resources, 
develop new technologies, build 
and upgrade numerous units — 
while they battle for control of the 
treacherous orbiting belt. 
Strategy First (Strategy) 
Release: 10/00 
PC CD 


‘BALDUR’S GATE II: 
SHADOW OF AMN’ The 
newest title in the 
Baldur's Gate series adds 
new Classes, spells, and 
items and uses an iso- 
metric, top-down view. 
The game is real-time but 
is pauseable, and actions 


may be assigned to char- C Aw N 
acters in your party at : 4 : 
that time. oA Hours 
Over! week 
a 
7 pays 
Interplay (Roleplaying) L COMPUTER GAMES: ROLE PLAYING 
Release: 9/00 Tite RELEASE PRICE TITLE RELEASE PRICE Time RELEASE PRICE Title RELEASE Rice 
Ancient Evil 08/00 $42.95 Fantasy Fest 05/00 $19.95 Star Trek ConQuest 06/00 $24.95 
‘CEWIND DALE’ A single, or multi Arcanum: Stmwks & Mgck09/00 $39.95 Final Fantasy VII 06/98 $18.95 Rage of Mages 2 10/99 $12.95 Ultima ) Ascension 12/99 $39.95 
player, RPG set in the Forgotten Asheron's Call 11/99 $29.95 Final Fantasy VIII 01/00 $38.95 Ravenloft 1 & 2 Bndle 02/97 $7.95 Ultima Collection 02/98 $12.95 
Realms. The game focuses more on Baldrs Gate Exp Pk 2 09/00 $23.99 Forgotten Rims Arcvs 3 08/99 $9.95 Realms Arkania Tril 10/97 $8.95 Ultima Wrlds Onin Orgn 09/00 $42.95 
: ; Baldrs Gate: Tale Swrd Cst05/99 $18.95 Forgottn Rims Arcvs 2 08/99 $9.95 ‘ : 
classic dungeon adventuring than Baldur Gate Chptr 1&2 07/99 $11.95 Forgttn Rims Silver Ed 08/99 $24.95 POOL OF RADE 2 See | De 
ENS pvGneye: Guach WeAutes Baldur Gate w/EP 1 11/99 $32.95 Good & Evil 0700 $4295 | Poot Ravianee 
AD&D second edition rules, more Baldur's Gate 12/98 $24.95  Gothica 06/00 $44.95 Radiance has been discovered in the Rulis oF MYCH DRADNOR 
than ten new, major, areas as well Baldur's Gate 2 09/00 $42.95 Icarus: Sanctuary G Fulpesbeny GE WYN D ESN Fee ) g 
F : yGods 11/98 $14.95 se 
|as several smaller locations to Blade 08/00 $42.95 Icewind Dale 07/00 $42.95 | Cm te SIG EUibion Pee 
explore, and over 50 dungeon lev- Blaze & Blade 01/00 $04.95 Kin , Dragons Rules, 3D character & mon- 
ites g of Dragon Pass 02/00 $37.50 
els. Explore ice-filled mountain |i Clans 09/99 $19.95 Lands of Lore 3 4/99 $17.95 | Heke MOGeIss SNBRREIN eS Same 
passes, geothermal cave systems, jg Dark Stone 08/99 $29.95 Legacy of Kain 2 09/99 $28.95 ueinenaeHOn-Dased combat system, 
| haunted Elven ruins, & more. Demise Rise Ku'Tan 03/00 $42.95 Legend of Blade Masters 09/00 $38.95 multiplay & singleplay dungeons, 
Interplay (Roleplaying) Hans Be 00: 3808 Uaeadeuk Muh ' non-linear quests, over 100 spells, 
Release: NOW gends of Might & Magic09/00 $39.95 | aaq new D&D monsters and items. 
PC CD Diablo 01/97 $9.95 — M&M Millenium 10/99 $34.95 
Diablo Bundle 10/98 $15.95 -s : . _ eee Mindscape (Roleplaying) 
‘WIZARDS & WARRIORS’ An evil Diablo Il Expnsn Pck 12/00 $29.95 Might & Magic 8 03/00 $32.95 Sh 9/00 
Pharoah has overcome a curse & Discovery:Gene Wars 05/00 $42.95 — Might & Magic Compilation11/98 $27.95 
returned to wreak havoc on Gael EverQuest:Ruins Kunark 04/00 $34.95 Neverwinter Nights 07/00 $42.95 Revenant 10/99 $27.95 Ultimate Wizardry Archives 1/98 $22.95 
| Serran. Only the Mavin Sword can Evil Islands 08/00 $39.95 Nox 02/00 $38.95  Septerra Core 11/99 $14.95 
Mele laced eae Fading Suns Nbl Armda 10/00 $39.95 dium 11/99 $14.95 Shattered Light w/Book 06/99 $28.99 Warhammer 2 Dark Omen 11/98 $18.95 
Liseuaver edneiiile & 50: traits 7 Fallout Tactics 11/00 $39.95 Silver 10/99 $32.95 Werewolf: Apocalypse 11/00 $38.95 
more than 100 adventures & | COMPUTER GAMES: ADVENTURE 
hi yale ae re i wae : 7th Guest 09/97 $8.95 Grim Fandango 10/98 $28.95 Morpheus 10/98 $18.95  Redguard 11/98 $14.95 
fees 8 300 a Run, jump Be 7th Guest 211th Hour 11/95 $5.95 Gruesome Castle 07/00 $47.99 Myst 2 w/Hint Book 08/99 $12.95 Reloaded 05/97 $19.95 
i. ; ! a. Abe's Exodus 12/98 $18.95 Heart of Stone 09/00 $35.95 Myst 2: Riven 11/97 $24.95 Renta Hero 01/00 $25.95 
| climb, fly, & Rol (ivi Ages of Myst 10/98 $32.95  Hitch-Hikers Gde Galxy 09/00 $39.95 Myst Mstrpce Edition © 09/99 $28.95 Return to Krondor 12/98 $14.95 
ol lea aying) Amerzone 10/99 $34.95 Hologram Time Traveler 09/00 $39.95  Myst:Dimensions 11/00 $39.95 Riddle of the Sphinx 09/00 $28.95 
Pc bed / Animorphs 09/00 $39.95 Hype: Time Quest 11/99 $19.95 New Adv of Time Mchne 08/00 $28.95 Sacred Amulet 07/00 $19.95 
Atlantis 2 06/00 $24.95 Inherent Evil Hntd Htl 12/99 $14.95  Nightlong 02/00 $19.95  Safecracker 05/00 $19.95 
F : ; a Beavis & Butthd Do U 01/99 $15.95 It Came From Zog! 10/00 $39.95 Nightlong: Union City 01/00 $19.99 
Milica er a ra Beyond Atlantis 07/00 $19.95 Jack Orlando 06/00 $39.99 Nocturne 10/99 $28.95 Scooby-Doo:Myst Fun Pk 10/99 $18.95 
powerful, nano-technologically E a Beyond Time 12/98 $18.95 Jewels Oracle 2 01/99 $19.95 Of Light & Darkness 04/98 $24.99 Seeker . 06/00 $44.99 
augmented anti-terrorist agent. It's a Black Dahlia 02/98 $28.95 | Omikron: Nomad Soul 11/99 $26.95 Shadow Lost Citadel 08/00 $39.95 
up to you to stop the conspirators jim Blackstone Chroncles 11/98 $18.95 KQ8:Mask of Eternity 12/98 $14.95 Outcast 08/99 $22.95 Shadow Man 09/99 $19.95 
from achieving their goals. Travel J Blade Runner 11/97 $17.95 King's Quest Collection 11/99 $14.95 Overseer 03/98 $19.99 Simon the Sorceror 3D 10/00 $35.95 
‘the lobe-in a quest for iawn 8 : Blair Witch Episode 1 09/00 $27.95 Kingdom II:Shadoan 09/00 $39.95 Pandora Directive 08/96 $19.95 Small Soldiers Sqd Cmdr 08/98 $19.99 
d : is t f ss : Blair Witch Episode 2 01/00 $27.95 Lander 09/99 $14.95 Phntsmgria Stgefrght 04/99 $38.95 Space Bar W95 07/97 $7.95 
eevee aN sae ie He Sy Blair Witch Episode 3. 11/00 $27.95 _Last Call 08/00 $19.95 Prince of Persia3D 09/99 $18.95 Star TrekFed Compltn 11/98 $18.95 
you and determine ven seth a et ee ae nee Catan Cee 
, ; yzantine ; ia ; uest for Glory : tar Tre ssn 0 ; 
ae ee aremore “Impebalt Chicken Run ——==10/00 $28.95 FARRAR VOUNWARENUD ITT Star Trk Str Fit Acad 09/97 $12.9 
lonStorm (Roleplaying) oe Barker's:Undying 09/00 $42.95 | Sanitarium, struggling to compre- Starship Titanic DVD = (08/99 $38.95 
Release: NOW ures of Monkey Isle 11/97 $18.95 hend your environment. Your Starship Titanic wGde 04/98 $39.99 
PC CD Daria's Inferno 10/00 $39.95 head throbs. In the background Str Trk: SFA Strgc Cmmd 05/99 $12.99 
Dark Earth 10/97 $8.95 you hear people screaming, sob- Strshp Ttne 1st Cls Crs Kt 10/99 $38.99 
‘ARCANUM: OF STEAMWORKS & pines 01/00 $44.99 | hing, laughing maniacally. Is it a Temi aan oe 
MAGIC’ The shift from magic to tech- Dark Side Moon w/Book 08/99 $39.95 nightmare? Are you insane? Is it } The Crystal Key 02/00 $18.95 
nology has created an explosive situ- Dark Side of Moon 12/98 $28.95 | reality? Nearly 40 hours of game- The Forgotian 02/00 $18.95 
ation in Arcanum. Customize your miei 02/99 $45.99 | play encompassing nine scenar- Tomorrow Never Dies 09/00 $42.95 
character, 8 basic stats, more than 12 sipaeaae 09/00 $39.95 | igs: four levels in the asylum and Tonic Trouble 10/99 $26.95 
derived stats, 16 primary skills, 80 Dive Conquest Silver Eye 01/00 $9.99 five episodes (gulp) elsewhere. ae Traitors Gate 05/00 $19.95 
spells in 16 colleges, & 56 technolog- 4 Twinsen's Odyssey 07/97 $12.95 
ical degrees in 8 disciplines. Take on Eos pa Ta AE 06/00 $39.99 | AmerienSftwrks(Adventure) | # Twa Weude 09/00: $39.85 
ogres in real-time, or plan your strate- Escape from Monkey Isle 10/00 $39.95 ii Wheel of Time 11/99 $28.95 
Pe a ot ar suc a BOR 
A allout -Files Adventure Game : 
eles ol dela Ate of Faust 06/00 $38.95 Light Bringer 02/00 $19.95 Quest for Karma 05/00 $19.99 Y2K The Game 01/00 $9.95 
Sierra (Roleplaying) Gabriel Knight 3 11/99 $29.95 Longest Journey 06/00 $39.95 REAH 03/99 $35.99 Zero Critical 05/99 $18.95 
Release: 9/00 = ~ Gabriel Knight Coll Ed 12/98 $24.95 Lotus Spring 05/00 $24.95 Real Neverending Story 11/00 $42.95 Zork Collection 06/00 $12.95 
PC CD TT eem | ler Good Mushroom 09/00 $39.95 _ Mechosoma 03/99 $44.99 Red Jack 09/98 $24.95 Zork: Grnd Inquisitor 10/97 $14.95 
‘SYDNEY 2000’ The most compre- | — COMPUTER GAMES: SPORTS 
hensive event listing ever- 100m APBA Baseball 5 08/99 $42.95 ESPN NFL Prime Time 09/00 $39.95 Rocky Mntn Trphy Hntr 3 09/00 $29.95 Sydney 2000 08/00 $28.95 
Sprint, 110m Hurdles, Hammer, AVP Extreme Volleyball 05/00 $18.95 — Expert Pool 03/00 $18.95 Rocky Mtn Trophy Hntr 05/98 $17.99 T Nugent Ext Huntng USA 10/99 $15.95 
Javelin, Triple Jump, High Jump, Aaron Vs. Ruth 07/97 $14.99 Sammy Sosa Softball Slam03/00 $27.99 | TNN Extreme Drag Racing 07/00 $19.95 
100m Freestyle Swimming, Backyard Baseball 10/99 $19.95 Formula 1 ‘99 02/00 $24.95 Senior PGA Tour Golf 03/99 $18.95 The Simpsons Wrestling 09/00 $39.95 
Olympic Sprint Cycling, Skeet Backyard Soccer 10/99 $12.95 Hardball 6 2000 Ed 04/99 $18.95 Sensible Soccer 98 07/98 $27.99 
Shooting, Super Heavyweight Baseball Mg! Wrid Srs 12/98 $28.99 J McGrath Sprerss 2000 06/00 $39.95 Sierra Sports Cart Racing 01/99 $18.95 Tiger Woods PGA Tour Clin09/99 $17.95 
Weight Lifting, 10m Platform Baseball Mogul 12/97 $17.95 Links Extreme 05/99 $24.99 Sierra Sports Max Pool 07/00 $34.95 Title Defence 02/00 $39.95 
Diving & Kayak K1 Slalom. Single ee rc 2000 a a “ a — “a Skip Barber Racing 09/00 ee Tony Hawks Pro Skater 2 09/00 ae 
: , Big Game Hunter inks : Snowmobile Champ 2000 12/99 $18.95 Total Soccer 2000 10/99 $44.99 
ee Pe oie se Big Game Hunter 2 Add On06/99 $14.95 Madden NFL 2001 08/00 $39.95 Softball Slam 03/00 $19.95 Triple Play 2000 04/99 $17.95 
Multiplayer mode for up to 8. Cabela Big Gme Hntr3 12/99 $14.95 Microsoft Baseball 2001 05/00 $29.95 Triple Play 2001 03/00 $38.95 
Eidos (Sports) Cabela's BGH 4 09/00 $18.95 NASCAR Racing 3 09/99 $29.95 Sportsman's Paradise 2 06/00 $18.95 Triple Play 98 07/97 $14.99 
Release: 9/00 ; Cabela's Grand Slam 09/00 $24.95 NBA Live 2001 11/00 $39.95 Strike Zone 02/99 $26.99 Triple Play 99 03/98 $14.99 
PC CD a Ped fms > fo NHL Championship 2001 07/00 $42.99 Superbike 2001 10/00 $38.95 Trophy Bird Hunter 10/99 $38.99 
—— Deep Sea Trophy Fishng 12/98 $14.95 NHL Hockey 2001 09/00 $39.95 Supreme Snowboarding 11/99 $37.99 Trophy Buck 3D 10/99 $19.99 
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ming soon! 


COMPUTER GAMES: WAR 


‘HERCULES 3D PROPHET II GTS: 64MB’ is based on NVIDIA's 
GeForce2 GTS & offers per-pixel shading, 2nd generation transform & 
lighting engines, & blazing fast DDR RAM for unprecendented speed & 
visual quality. The boards are available in 32MB and 64MB versions 


and includes TV-Out. 


Hercules (Hardware) 
i ed NOW 
P 


©2000 CHIPS & BITS. INC 


Sound Blaster Live Plat 01/00 $179.95 
Sound Blstr Lv X-Gamer 10/99 $94.95 


PC CD 


Mindscape (War) 
Release: 9/00 


‘HARPOON 4’ With all the 
depth and detail of it's pre- 
decessors plus gorgeous 3D 
graphics that bring Naval 
Tactical Combat to life; this 
3D combat simulation has it 
all. Over 250 modern ships, 
submarines, aircraft & 
ground formations from 14 
countries, “super ships" 
options and a Scenario 
Editor for unlimited game- 
play are only a handful of 
the many features in Larry 
Bond's Harpoon 4. 


‘CAMPAIGN 1776: THE AMERICAN 
REVOLUTION’ is a tactical/opera- 
tional level game covering the 
major battles of the American 
Revolution from the first clashes at 


1 Concord & Lexington to the Siege 


of Yorktown. Combines a detailed 
tactical game engine with a higher 
level campaign game so you can 
fight individual battles, a campaign 
covering several battles, or the 


entire war. 
HPS (War) 
Release: NOW 
PC CD 


Campaigns 


A John Tiller Game 


‘PANZER CAMPAIGNS: NOR- 
MANDY ’44’ is an operational or 
grand-tactical simulation of WWII 
combat, covering the D-Day inva- 
sion. 55 starter & intermediate sce- 
narios, & 250 turn campaign game. 
Solo play, 2 person hot-seat, 2 per- 
son Play-By-E-Mail, & multiplayer 
over LANs & Net 


HPS (War) 
Release: NOW 
PC CD 


TITLE RELEASE PRICE TITLE RELEASE RICE TITLE RELEASE PRICE TITLE RELEASE —RICE 
101st Airborne Normandy 10/98 $12.95 Europe in Flames 04/00 $37.95 Napoleon 1813 10/99 $28.95 Panz Cmpns:Smolensk 4101/00 $34.95 
12 O'Clock High 11/99 $27.95 Fighting Steel 06/99 $28.95 Napoleon in Russia 05/97 $17.95 Panzer Gen 3D Assault 10/99 $25.95 
Age of Sail || 10/00 $38.95 Final Liberatn WHm 40K 11/97 $12.95 Napoleon's Russian Cmpn08/00 $33.95 Panzer General 2 w/Gde 05/99 $17.95 
Aide de Camp 2 01/98 $42.95 Great Battles Caesar 03/98 $14.95 Op Art War: Elite Ed 06/99 $17.95 Point of Attack 2 09/00 $46.99 
Attack Pack 09/00 $38.95 Great Battls Alexndr 06/97 $14.95 OpAnWr2FishKsvo 11/99 $12.95 Prelude to Waterloo 10/97 $14.99 
Axis Allies Risk 02/00 $18.95 Great Battls Sries CE 10/98 $19.95 Op Art Wr 2: Elite Ed 01/00 $27.95 
Battle of Britain 03/99 $9.95 Great Bttles Hannibal 11/97 $14.95 Oper ArtWarExpPk1 02/99 $14.95 Road to Moscow 11/00 $37.95 
paitogmnd Bul Run sac $9.95 ‘AGE OF SAIL th Captain the most Rowan's Battle Britain 11/00 $38.95 
Battlegrnd Shiloh 07/96 $12.99 memorable sailing ships in histo- Russo-German War 41-4408/00 $39.95 
Battlegrnd Waterloo 05/96 $9.95 ry! From the Constitution to the Semper j . rae man 
Battleground: Coll 1 Sue $18.95 Victory and over a thousand ships Sid Mibigr's Antietam ; sonia $37.95 
Battleground: Coll 2 01/99 $17.95 in between. Portraying real-time Sid Meier s Civil War Coll we $39.95 
Battlgrnd 9: Chickmgua 01/99 $17.95 _| naval warfare with a 3-dimension- | °!¢ Meier's Gettysbrg 10/97 $14.95 
Camp. Civil War 11/00 $38.95 i lal. realistic sailing and combat Smolensk to Moscow 04/99 $29.95 

m , i) model, Age of Sail 1! accurately | °t@e! Panthers 3 THRE SES 
Civil War Generals shea $18.95 | illustrates the mighty Fighting Steel Panthers 4 bootud $42.95 
Close Combat 2 de $18.95 . 4 Ships from 1775 to 1820. Battle Stee! Panthers Arsenal el $36.95 
Close Combat 3 01/99 $19.95 the great navies of 11 nations for Storm in the West 04/98 $28.95 
Close Combat a 11/99 $23.95 supremacy on the high seas! Tides of War 11/98 $24.99 
Close Combat Trilogy 09/99 $24.95 Talonsoft (War) 

Close Combat:Utah Beach 09/00 $37.95 Release: 11/00 War Along the Mohawk 09/98 $14.95 
Civil War: Bttle Corinth 09/00 $33.95 PC CD War Game Series 06/00 $49.95 
Cmpgns Amer Civil War 10/00 $52.95 War in Europe 01/99 $39.99 
Combt Com 2:Dngr Frwd 09/00 $39.95 Great Civil War Bttls 06/00 $28.95 Oper ArtWar:Cen War 04/00 $37.95 War inthe East: Crimea 04/98 $24.95 
Combat: Operation Vict 07/99 $17.95  Grt NvI Bttls 3,4 Bnd 05/97 $12.95 Oper ArtWarWarGYE 01/00 $27.95 War in the East: Izyvum = 04/98 + $24.95 
Computer Anc Wrld Bttles 07/00 $34.95 Guts Glory: Bttl Scly 08/00 $29.99  Oprtn: Blood & Guts 12/00 $35.99 War in the East: Leningrad04/98 $24.95 
Computer Battle Ardnnes 11/00 $34.95 Harpoon 4 09/00 $37.95  Oprtnl Art Wr2 Mdn Wr 05/99 $39.95 War inthe East: Rostov 04/98 $24.95 
Computer Blue & Gray 11/00 $34.95 Horse & Mskt Add-On 06/00 $19.95 Over the Reich 11/96 $26.95 War in the East:Kiev 04/98 $24.95 
Decisive Action 12/00 $39.99 Pacific Battles 06/00 $39.99 Wargame Coll. Vol.2 03/00 $29.95 
Defending the Reich 12/00 $42.95 Janes Naval Warfare Coll 08/00 $39.95 Pacific General 07/97 $28.95 Warhmmr 40K Universe 06/99 $24.95 
Dragons in the Mist 05/98 $23.99 Last Battles 45 08/00 $42.95 Pacific General Budget 07/98 $8.99 West Front 11/98 $34.95 
East Front 11/97 $8.95 Man of War 2 06/99 $28.95 Pacific Tide 01/00 $45.99 West Front Bttl Pck 1 07/99 $14.95 
East Front 2 04/99 $24.95 Medieval 07/98 $32.99 Panz Com/Panz Gen 2 Bndl02/99 $12.95 West Front: Elite Editn 10/99 $28.95 
East Front Camp 03/98 $14.95 Medieval 2 06/00 $34.95 Panz Campgn:Normdy 44 05/00 $34.95 West Front: Sea Lion 11/99 $18.95 
COMPUTER GAMES: HARDWARE 
Controllers Grvs Xterm Dig Pad USB 01/00 $39.95 MS SideWinder FFdbck 2 10/00 $99.95 Soundblaster MP3+ 01/00 $89.95 
H F-16 Combtstk USB = 12/99 $69.95  Guil Force Feed Back 06/00 $79.95 MS SideWinder Standard 06/99 $29.95 Video Cards 
H F-16 Fight USB 09/00 $89.95 Guillemot FF Rcg Wh! 04/00 $119.95 MS SideWind Strat Cmmdr10/00 $59.95 3D Magic Accelerator 06/96 $69.95 
H Flight Sim Yoke USB 09/00 $89.95  Guilllemot FF Yoke WPed 06/00$169.95 MS SideWndr Dual Strk 12/99 $52.95 3D Prophet 3DDR 06/00 $279.95 
'H Force FX 12/96 $89.95  Guil Race Ldr FF Whi 06/00 $129.95 MS SideWndr GPad Pro 10/99 $34.95  3Dfx Voodoo 3 2000 PC! 04/99 $99.95 
H Gamepad USB 04/99 $24.95 Interact V4 F Fdbk Whi 03/00$124.95 MS Sidewinder FF Pro 09/97 $129.95 3Dfx Voodoo 3 3000 PCI 01/00 $134.95 
H Gamestick 3D USB 11/98 $39.95 — Intrct Hmmrhd FX Fre Pd 04/00 $44.95 MS Sidewinder Frc Fdbk 209/00 $99.95  3Dfx Voodoo3 2000 AGP 04/99 $99.95 
H Pro Pedals 12/94 $74.95 Ltech WM Form Fre Whl 01/99$139.95 MSSWGameCommdr 09/00 $59.95  3Dfx Voodo03 3000 AGP 04/99 $139.95 
H Pro Pedals USB 06/00 $99.95 Ltech WM Gaming Mouse 05/99 $32.95 MS Sidewind Game Voice 09/00 $79.95  3Dfx Voodoo3 3500 09/99 $189.95 
H Pro Throttle 03/96 $79.95 LtechWMFrmlaFreGP 07/00$129.95 Mad Catz Panther XL 01/98 $54.95  3dfx V5 5500 PCI 07/00 $289.95 
Ltech WingMan Attack 11/99 $29.95 Pool Shark 04/00 $29.95  3dfx Voodoo 4 4500 AGP 07/00 $179.95 
H Racing Wheel 09/97 $39.95 Ltech WM Ext Dig 3D 11/99 $34.95 Razer Boomslang 2000 02/00 $99.95  3dfx Voodoo 4 4500 PCI 07/00 $179.95 
UIL DUAL ANALOG GP 06/00 $21.95 Ltech WingMan Frc 3D 06/00 $59.95 Saitek Cyborg 2000 Jstk 04/99 $24.95 
ravis Destr Tilt 06/00 $29.95 Ltech WingMan GPad Ext 01/00 $39.95 Saitek Cyborg 3D Pad 11/98 $38.95  3dfx Voodoo 5 6000 AGP 07/00 $599.95 
ravis Dstryr PC Gm Pd 06/00 $13.95 Ltech WingMan Prec Gmpd07/00 $9.95 Saitek Cybrg 3D Jstk USB 12/98 $49.95 ATI RAGE Fury MAXX 03/00 $259.95 
ravis PC Gamepd Pro =: 11/96 $19.95 Saitek GM2 Pad & Mouse 03/00 $39.95 ATI Rage Fury Pro 03/00 $148.95 
ravis Xterm Dual 06/00 $49.95 MS SW FF Wheel USB 06/00 $139.95 Saitek P2000 Tilt Pad 07/00 $44.95 Creative 3D Annihilator 02/00 $279.95 
ravis Xterm Force Pad 09/00 $59.95 MS SWndrFStl ProPad 11/98 $65.95 Saitek R4 Fre Fdbk WI 11/98$159.95 Creative 3D Bistr Anntr 2 05/00 $299.95 
ravs PC Gm Pd Pro USB 03/99 $19.95 MS SWndr Prec Pro USB 08/98 $59.95 Saitek SP550 Stk & Pd 10/99 $24.95 Dmd Viper || 32MB 11/99 $169.95 
Saitek X36 CS USB 03/00 $99.95 Dmnd VprV770 Ult AGP 06/99 $144.95 
TM Elite Ruddr Pedals 03/98 $59.95 Elsa Gladiac GeForce2 06/00 $329.95 
TM Top Gun Platinum 04/99 $19.95 — Gllmt Maxi Gmr Xntr 32 11/99 $189.95 
Thrus NASCAR Pro Dig 2 08/00 $54.95 Herc 3D Prpht II MX 08/00 $149.95 
Thrust Afterburner FFB 11/00 $79.95 Herc 3D Prpht Il MX Dual 07/00 $199.95 
Thrust Ferrari FFB 08/00 $89.95 Hercules 3D Proph 32 06/00 $349.95 
Thrust NASCAR CH PED 02/00 $42.95 Hercules 3D Proph 64 06/00 $399.95 
Thrust Nascar Charger 2 08/00 $34.95 Matrox Mill G400 MAX 12/99 $239.95 
Thrust Top Gun USB 05/00 $29.95 Matrox MI G200 AGP 8MB12/98 $99.95 
Sound Cards Matrx Mystq G200 AGP8 10/98 $79.95 
Diamond Monster MX300 01/99 $59.95 Maxer Game 3D Prophet 12/99 $239.95 
Maxi Gmr Coug, Video 11/99 $139.95 
Fortissimo Sound Card 11/99 $45.95 Meta Wkd3D Ven AGP 16 06/00 $118.95 


Meta Wick 3D V2 12MB 06/00 $139.95 
Voodoo5 5500 AGP 06/00 $289.95 


en ‘CH FLIGHT SIM YOKE- 
USB’ 5 axis control 
includes pitch, roll, throt- 
tle lever, propeller lever, & 
| mixture lever. 19 button 
functions include gear 
switch, flap switch, 8-way 
hat switch, two 2-way 
rocker switches, & 4 push 
buttons. 


CH Products (Hardware) 
less NOW 


Saitek (Hardware) 


| Release : NOW 


‘SAITEK P2000 TILT PAD’ 
With superbly sculptured 
ergonomics, throttle wheel 
& 8 programmable buttons, 
the P2000 offers a fusion of 
the latest technology with 
top-of-the-range styling. 
Features 4 triggers & 4 but- 
tons in a familiar layout. It 
is fully programmable for 
advanced users & both 
game port & USB compati- 
ble. 


| COMPUTER GAMES: ARCADE 


3D Ultra Pinball:Thrilride 07/00 


$34.95 
Atari Arcade Hits 2 03/00 $29.95 
Breakout 09/00 $19.95 
Centipede 10/98 $18.95 
Dragon's Lair 3D 12/00 $42.95 
Frogger 2 09/00 $29.95 
Grand Theft Auto 2 10/99 $28.95 
Missile Command Clssc 02/00 $24.95 


Pitfall W95 08/95 $9.95 
Q Bert 01/00 $22.95 
Rayman 2 11/99 $26.95 
Space Invaders 12/99 $22.95 
Space Invadrs/Astroids 03/00 $14.95 
Tetris 11/99 $18.95 
Toy Story 2 01/00 $24.95 
WCW Nitro 12/98 $12.95 


Saitek (Hardware) 
ote NOW 


‘SAITEK SP550 STICK & PAD 
COMBO’ This is the ideal combo 
for all types of games. Use the 
pad on its own or combine the 
unit to produce a highly fea- 
tured stick. Pad mode features 
4 fire buttons, 8-way D-pad & 2 
triggers. Stick mode features 6 
fire buttons, hat switch & slider 
throttle. Only one connection is 
required for both stick and pad, 
no need to re-connect when you 
change between controllers. 


‘HOLLYWOOD MOGUL’ 
gives you complete con-| ~ 
trol of a Hollywood movie 
studio. Go inside the 
dream factory as you 
bring 100 movies to the 
Silver Screen. Own the} «» 
studio. Run the studio.) 
Make the movies. Hire 
and fire the biggest 
names in Hollywood.} = 
Play against the box}: — 


Order now and) rece! 


office scores of other ee! hs . ater at | 
ong hee ties  —olir free catalog with 
actors, actresses, an 

; ’ ¥ | 


directors may approach 
your studio with projects. 


HM Company (Strategy) " BOARD GAMES | CARD GAMES it 
Release: NOW TiTLe RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLe RELEASE PRICE 
PC CD 6 Billion 04/00 $21.99 Diskwars Asstd Armies 07/99 $8.99 Republic of Rome 12/94 $36.99 7th Sea SD Asstd. 09/99 $6.99 
p 6th Fleet 01/95 $29.99 Eagles Empire Asstd ea. 11/95 $34.99 Risk 03/96 $37.99 Digimon Starter Deck 04/00 $9.99 
‘STAR TREK: NEW WORLDS’ Play Across Five Aprils 12/94 $25.99 Eastern Front 2nd Ed 12/94 $52.99 Samurai Swords 04/97 $48.99 
as the Federation, Klingons or the Advanced Civilization 12/94 $31.99 Edison & Co. 06/98 $34.99 Scrabble Dix 08/97 $49.99 MLBShowdownSD ~ 06/00 $8.99 
Romulans in the year 2292. Each Advanced Squad Leader 12/94 $48.99 Elfenland & Elfengold © 06/00 $34.99 Settlers of Catan 11/96 $32.99 
race offers a new style of gameplay, Age of Renaissance 12/96 $49.99 Empire Builder 03/96 $31.99 Silverton 01/00 $39.99 MTG Booster Asstd. 06/98 $2.99 
race behaviors and a view of the Alexanders Generals 01/95 $32.99 Empires in Arms 12/94 $36.99  Stonewalls Last Battle 08/96 $27.99 MTG Invasion SD 08/00 $9.99 
games story arc from 3 different Ancient Empires 01/95 $29.99 Europe at War 2nd Ed. 09/96 $44.99 MTG Urza's SagaSD  —-' 10/98 $8.99 
perspectives. Features a variety of Army of the Heartland 07/96 $49.99 — Gangsters 12/94 $26.99  Sushi-Jalapeno War 01/99 $39.99 Pokemon BP 2 03/00 $2.95 
single player and up to 6 multi-play- j= Awful Green Things 05/96 $17.99 Tigris & Euphrates 07/00 $44.99 Pokemon BP Team Rocket05/00 $4.99 
er mission objectives. You have Axis & Allies 11/94 $49.99 Geronimo 09/95 $32.99  Totaler Krieg! 01/00 $69.99 Pokemon SD 2 03/00 $8.99 
complete control over the 3D world Grand Prix 06/96 $21.99 Victory 06/99 $38.99 Star Trek Starter 09/96 $7.99 
and its inhabitants. Battle Cry 05/00 $42.99 Great War at Sea 5 01/00 $36.99 Vinci:Rise & Fall Civil 11/99 $25.99 StarWars BP Asstd. 12/99 $1.99 
Battleground WW2 03/99 $28.99 Guild Wars 12/98 $34.99 War Galley 05/99 $49.99 Star Wars SD/ Death Star 207/00 $8.99 
Interplay (Strategy) Battles Anc. World 20r 3 05/96 $31.99 Hannibal 03/96 $36.99 War in Europe 10/99 $199.99 Tomb Raider SD 09/99 $8.99 
Release: 9/00 Hera & Zeus 06/00 $17.99 We the People 12/94 $36.99 Wheel of Time SD 02/00 $8.95 
PC CD Blue & Gray 10/95 $24.99 India Rails 08/99 $31.99 ‘EVERQUEST: THE RUINS OF =n 
: : Bosworth 04/00 $19.99 Lionheart 10/97 $34.99 ) Hf Pe. 
DIABLO Il: INFERNO’ As 1 of 5 pian. Brandywine 03/00 $32.99 Maul of America 12/99 $29.99 Meir iy awit nee 
character types, yee I Pea ash Britannia 12/94 $22.99 Monopoly Marvel Comics 10/99 $34.99 ; 
across distant lands, fight new vil- se ge C iyi ol a aL Faye Wel 6 iC Uese eee 
: ’ aesar Civil Wars 12/94 $44.99 Monsters Ravage America08/98 $34.99 zones, including newbie zones & 
Sins pelseoyar: New! Heasucs: Car Wars Deluxe 07/96 $21.99 Napoleon's Battles 12/94 $29.99 | Sones filled wi 7 
; zones filled with dragons; a huge 
uncover ancient mysteries. Four, jigga Carnage 04/99 $58.99 “ piled tates ite 
fully populated towns & wilderness ti C : ‘ , array of new, visually stunning 
astle of Magic 05/99 $24.99 Noble Armada 05/99 $49.99 | Nps: more detailed world: 
areas. Multiple dungeons, caverns jie Peariot Lard 04/00 $49.99 0 Pe , a more deta orld, 
| gre & GEV 04/00 $12.99 
& crypts in every town to explore. mm Circus Maximus 12/94 $13.99  Othell 04/99 $21.99 GTS STAND eb 
| Expanded world filled with all-new jig cl ine throughout the new continent, 
on ue 05/98 $26.99 Paths of Glory WWI 10/99 $42.99 and a new playable race, the Iksar. 
quests, “raion sea ae ilk Command at Sea Rules 05/96 $17.99 — Pyramidis 01/99 $21.99 : 
ziligdislaersippor: ee) et erepaes ae ee Table ae neo 269 Studios (Roleplaying) 
; ; i ; Release:NOW 
Blizzard (Roleplaying) Deluxe Diplomacy 12/94 $49.99 Rebels & Redcoats 1or 2 05/95 $29.99 ||DE ep 
peee NOW Dino Hunt 05/00 $17.99 Reiner Knizias Vampire 04/00 $8.99 | 
—o HINT BOOKS PC:TRADITIONAL ROLEPLAYING 
VAMPIRE: THE MASQUERADE- Age of Emp 2 ScenDsgn Kit04/00 $19.99 3D Ultra Lionel Traintown 12/99 $19.95 AD&D 7th Sea Players Guide 07/99 $25.99 
REDEMPTION’ is based on the pop- Age of Empires 2 11/99 $16.99 Babyz 10/99 $28.99 AD&D Core RulesV 2.0 12/98 $49.99 Aberrant 11/99 $20.99 
ular tabletop role-playing game. Bridge Delux 2 W95 02/98 $14.95 Apocalypse Stone 03/00 $13.99 Alternity Player's HB 04/98 $27.99 
Before your fall, you led a crusade Baldurs Gate Tales Sword 06/00 $12.99 Bridge Trix 03/00 $39.95 Childrn Night Asstd. 05/99 $15.99 Ars Magica 4th Ed 08/95 $25.99 
against evil. Now you've become Black & White 09/00 $16.99 Catz 4 09/99 $24.95 Cloak & Dagger 06/00 $23.99 Blue Planet 2.0Players Gd 07/00 $24.99 
Cie oie ei needa! Croatia au ia , C & C:Red Alert 2 09/00 $17.95 Chessmaster 7000 09/99 $28.95 Compl Book Asstd.ea. 07/95 $17.99 Brave New World 09/99 $25.99 
battled. Face a series of brutal con- \ i C&C 2 Advanced Strat 04/00 $16.99 Clue: Murder Boddy Mnsn 10/98 $18.95 Diablo 2 05/00 $19.99 
frontations with your nemesis, aE eT Eres Dark Reign 2 OSG 07/00 $17.99 Coffee Break Games 03/99 $6.99 _ Die Vecna Die! 06/00 $21.99 Campaign Cartographer 2 10/99 $69.99 
Vukodlak, a powerful vampire lord. f Deus Ex 07/00 $17.99 Cosmo Fashion Makeover 10/99 $17.99 Domain SBs Asstd. 01/96 $6.99 Castle Falkenstein 06/95 $28.99 
Multiplayer features include co-op Diablo |! OSG 06/00 $16.95 Cosmo Fashn Mkeovr Dix 10/99 $34.95  DragonKings 02/95 $16.99 Changeling 09/95 $26.99 
play, & the option to play as the Earth 2150 06/00 $17.99 Cosmo Virt Makeover 2 10/99 $25.95 Dungeon Builders Guide 07/98 $13.99 Conspiracy X 09/96 $24.99 
hunter or hunted. EverQuest:Ruins Kunark 04/00 $16.99 Cosmo Virt Mkeovr 2 Dix 10/99 $42.95 Cyberpunk 2020 05/95 $18.99 
Activision (Roleplaying) Evolva 05/00 $17.99 Cosmo Vrt Mkovr wCamera09/99 $88.95 Encyclopedia Magica 1-4 04/95 $22.99 Deadlands Rulebook 10/97 $27.99 
Release: NOW Gabriel Knight 3 11/99 $16.99 Cosmo Vrt Mkvr Stl Pk 1 02/00 $13.95 — FR Interactive Atlas 10/99 $56.99  DeadlandsHell on Earth 12/98 $26.99 
PC CD Ground Control 06/00 $17.99 Cosmo Vrt Mkvr Styl Pk 2.02/00 $13.95 Forgotten Realms Cmpgn 07/95 $27.99 Dragon Ball Z 10/99 $18.99 
; 7 ; 7 Half Life Team Fort2 09/00 $17.99 Cosmo Vrtl Mkeovr Coll 06/99 $38.95 Guide Dragonlance World 02/95 $14.99 Dragonlance Sth Age 09/96 $21.99 
eee tess sat sane Hero MM 3 ShadowDeath 03/00 $17.99 Dogz 4 10/99 $26.99 Guide to Ethereal Plane 12/98 $14.99  Earthdawn 06/95 $17.99 
Welcome to Tribes 2. where an a Hitman Codenam3 47 09/00 $17.99 E-M@il Games Battleship 02/00 $19.95 Land of Fate 02/96 $17.99 Fading Suns 02/97 $21.99 
glee ect yy ‘cewind Dale StrGde 09/00 $16.95 E-M@il Games Scrabble 02/00 $19.95 Legacy Kings Campaign 09/95 $26.99 GURPS Rulebook 02/95 $22.99 
| Superior teamwor See Le King's Quest 8 12/98 $16.99 HongKong Mahjong 12/96 $8.95 Heavy Gear 08/95 $26.99 
ane tas a nt ae pcre Legends Might & Magic 09/00 $17.99 Hoyle Solitre & Mhjng 08/99 $18.95 Priests Spell Comp 1-3 05/99 $21.99 Hero Wars Dixe Box Set 05/00 $39.99 
ae Ve aan e ane Madden FB 2001 08/00 $12.99 Return White Plume Mntn 11/99 $10.99 Hunter 11/99 $25.99 
communications, massive multi- | MS Flight Sim 2000 02/00 $19.99 Masque Blackjack 02/00 $18.95 Ruins Zhentil Keep 01/96 $24.99 In Nomine 03/97 $23.99 
player support (50+ players) & new Mechwarrior 3 06/99 $16.99 Monopoly 2 10/99 $28.95 — Silver Anniv. Coll. 08/99 $54.99 Jovian Chronicles 04/98 $25.99 
vehicles & weapons, Tribes 2 is the cam Myst:Dimensions ann $17.99 Scrabble 2 09/99 $28.99 TSR Jam 99 04/99 $11.99 Kingdoms of Kalamar 04/00 $25.99 
ultimate team-based action experi- ieee Quake 3 Arena 12/99 $16.99 Shanghai 2nd Dynasty 12/99 $34.95 Vecna Reborn 12/98 $11.99 Macross 2 04/95 $11.99 
? Quest for Glory 5 01/99 $16.99 Simpsons Virtual Spring 10/97 $18.95 Volo Guide Baldurs Gate 07/00 $13.99 Mage 2nd Ed. 02/95 $28.99 
Sines (Action) Rainbow Six Gold 03/99 $9.99  Solitair Antics Delu. 02/00 $18.95 Warlock Stonecrowns 01/96 $8.99 Mage Sorcerer Crusade 10/98 $24.99 
Release: 9/00 Totally MAD 12/99 $49.95 Warriors of Heaven 09/99 $16.99 Marvel Super Heroes 09/98 $21.99 
PC CD : Sanity 07/00 $17.99 Who Millionaire 2 05/00 $22.95 Web of Illusion 03/99 $8.99 
Shogun Total War 06/00 $17.99 Who WntsBe A Millionaire?12/99 $15.95 | Wizard Spell Comp 1-4 10/96 $22.99 Nephilim 09/95 $18.99 
(Faseraes : Sim Theme Park World 11/99 $12.99 ; Palladium Fantasy 03/98 $21.99 
aaa GHD’ cies i SimCity 3000 Unlimited 07/00 $17.99 falas rabtoes a oe ed Pendragon 4th Ed. 05/95 $24.99 
into a trip through a twisted world Simon Sorceror 3D 09/00 $17.99 & his armies through campaigns Rifts 06/95 $21.99 
of horror inspired by the KISS lega- Sims:Livin’ Large 08/00 $12.99 quests 8 multiplayer games Valin Robotech 04/95 $11.99 
cy. Features 25 freaks, 12 bone- Soldier of Fortune OSG 04/00 $16.99 ‘hero & his annies must Sét aut an Shadowrun 8rd Edition 10/98 $28.99 
smashing weapons 46 artifacts . Star Trek Voyager OSG 08/00 $17.99 |a path of good or evil, to destroy 
we ita @ death- Starlancer OSS 07/00 $17.99 ina Twat 9 a erie Traveller 09/96 $22.99 
Slew of bosses, high vottag Starsiege 04/99 gt6.99 | the Two Tears (2 powerful & my Tribe 8 10/98 $25.99 
malall & 9 playable characters. Star Trek Armada OSG 04/00 $17.95 | Meal_ meteorites) Detore they Tall) Trinity 03/98 $22.99 
Le OAL a adidas ag The Sims 03/00 $16.99 fs the wrong hands. . yours) Twilight Imperium 02/00 $17.99 
Banat dant eernas a Thief Gold Dark Project 12/99 $17.99 Woe caclslepeeiaee ae ee Unknown Armies 09/99 $21.99 
previous 1st person shooter. Total Annhitn Kingdoms 08/99 $17.99 strengthen his attributes Vampire 3rd Edition 10/98 $27.99 
GOD (Action) | , Vampire Masquerade OSGO06/00 $17.99 SSG (Strategy) ; Warhammer Fantasy 06/95 $24.99 
Release: NOW RESPECT YOUR ELDERS... Warlords Battlecry 06/00 $17.99 ‘Release: NOW Werewolf 02/95 $24.99 
PC CD OR KISS YOUR ASS GOODBYE X-Com Alliance 10/00 $16.99 PC CD i World of Darkness 06/95 $15.99 
X-Wing Alliance 05/99 $16.99 Wraith 02/95 $24.99 
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| SONY PLAYSTATION | _DREAMCAST 
TITLE RELEASE Price TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
007 Racing 11/00 $39.95 Legacy Kain Soul Rvr2 09/00 $42.95 Aero Wings 2 Airstrike 08/00 $46.95 
102 Dalmatians 11/00 $39.95 Legend of Dragoon 06/00 $39.95 Resident Evil Survivor 09/00 $42.95 Castlevania Resurrectn 09/00 $46.95 
ATV Quad Power Racing 08/00 $39.95 Rhapsody 06/00 $42.95 Dark Angel Vamp Apoc 09/00 $44.95 
Lunar 2:Eternal Blue 07/00 $62.95 Rockem Sockem Arena 11/00 $39.95 Dave Mirra Free BMX 11/00 $44.95 
Army Men Air Attack 2 09/00 $39.95 MLB Pennant Race 2001 03/00 $38.95 Roll Cage Stage 2 08/00 $24.95 Dragon Riders 10/00 $44.95 
Bass Landing 2 09/00 $34.95 oe > ‘CHRONO CROSS’ features a} 0reamcast Controller 09/99 $29.95 
Battleship 2 10/00 $24.95 L 4 Py story line with multiple sce- 
; narios leading to several end-} Oreamcast VMU 09/99 $29.95 
Bust A Groove 2 08/00 $29.95 ings, set in a beautiful 3D} ESPN NBA Tonight 10/00 $46.95 
Buzz Lightyear 09/00 $39.95 world. Brand new battle sys- Ecco the Dolphin 08/00 $44.95 
Caesars Palace 2000 07/00 $19.95 tem that allows the player a Evil Dead Hail King 10/00 $44.95 
Chrono Cross 08/00 $39.95 choice of fighting options, Fur Fighters 07/00 $46.95 
Colin McRae Rally 2 08/00 $42.95 who to battle & when &| SorkaMorka 11/00 $44.95 
where. Takes place 20 years 
Countdown Vampires 08/00 $39.95 after the events of Chrono Heroes Might Magic Ill 10/00 $44.95 
Crash Bash 11/00 $39.95 Trigger. Jet Grind Radio 10/00 $46.95 
Crusaders Might Magic 03/00 $36.95 EA (Roleplaying) Legacy Kain Soul Rvr 2 08/00 $48.95 
Destrctn Derby 3 Raw 09/00 $32.95 Release: 9/00 Legend of Blade Masters 09/00 $39.95 
Digimon World 07/00 $39.95 PSX Marvel Vs. Capcom 2 06/00 $42.95 
Dino Crisis 2 09/00 $39.95 NFL QB Club 2001 08/00 $44.95 
Driver 2 11/00 $42.95 MTV Sports Pure Ride 10/00 $39.95 Romance 3 Kingdoms 6 04/00 $43.95 Peace Makers 10/00 $44.95 
Ducati Motor Racing 08/00 $39.95 Madden FB 2001 08/00 $39.95 SaGa Frontier 2 02/00 $39.95 
Duke Nukem Planet Babes08/00 $39.95 March Madness 2001 11/00 $39.95 Scooby Doo 11/00 $39.95 Prince of Persia 3D 09/00 $46.95 
Dukes of Hazzard 2 11/00 $39.95 McGrath Vs. Pastrana 09/00 $39.95 Pro Surfer 11/00 $34.95 
ECW Anarchy Rulez 08/00 $38.95 Medal of Honor 2 10/00 $39.95 Star Wars Demolition 09/00 $42.95 Quake 3 Arena Online 09/00 $49.95 
ESPN MLS Goal Night 08/00 $39.95 MediEvil 2 05/00 $39.95 Super Bike 2001 12/00 $39.95 SWAT 3D (Online) 12/00 $46.95 
Emperors New Groove 11/00 $42.95 Mega Man Legends 2 10/00 $39.95 Surf Riders 08/00 $32.95 Samba de Amigo 09/00 $49.95 
Evil Dead Hail King 10/00 $38.95  Mort.Kombat Spec Forces 07/00 $24.95 Sydney 2K Olympics 08/00 $39.95 Sea Man Forbidden Pet 08/00 $59.95 
F1 Champ Season 2001 09/00 $39.95 Ms. PacMan Maze Madness10/00 $39.95 Tenchu 2 08/00 $39.95 Sega Sports NBA 2K1 10/00 $49.95 
FIFA Soccer 2001 10/00 $39.95 NGEN Racing 07/00 $39.95 The Grinch 10/00 $39.95 Sega Sports NFL 2K1 09/00 $49.95 
Family Feud 09/00 $29.95 Threads of Fate 07/00 $39.95 Sonic Shuffle 11/00 $46.95 
Fear Effect RetroHelix 10/00 $39.95 NASCAR Heat 10/00 $29.95 Tony Hawks Pro Skatr2 09/00 $39.95 Tokyo Extreme Racer2 08/00 $46.95 
NBA Live 2001 10/00 $39.95  Torneko The Last Hope 09/00 $44.95 Virtua Tennis 07/00 $38.95 
Final Fantasy VIII 09/99 $39.95 NBA Shootout 2001 11/00 $39.95 Triple Play 2001 03/00 $38.95 World Series BB 2001 07/00 $48.95 
Formula 1 2000 08/00 $39.95 NCAA FB 2001 07/00 $39.95 Valkyrie Profile 08/00 $44.95 
Frogger 2 09/00 $29.95 NCAA Final Four 2001 11/00 $39.95 Vanguard Bandits 06/00 $39.95 | PLAYSTATION 2 a 
Galaga 08/00 $24.95 NCAA Gamebreaker 2001 08/00 $39.95 WCW 2001 10/00 $39.95 Age of Empires 2 11/00 $48.95 
Gekido 06/00 $34.95 NFL Game Day 2001 08/00 $39.95 CART Fury 11/00 $48.95 
HBO Boxing 10/00 $39.95 NHL Face Off 2001 08/00 $39.95 Wacky Races 10/00 $39.95 Evergrace 11/00 $52.95 
Hot Sand Volleyball 08/00 $39.95 NHL Hockey 2001 09/00 $39.95 Warriors Might & Magic 11/00 $44.95 FIFA Soccer 2001 11/00 $48.95 
Jeopardy 2 09/00 $29.95 Need Speed 5 03/00 $39.95 Wheel of Fortune 2 09/00 $29.95  Fantavision 10/00 $48.95 
Knockout Kings 2001 10/00 $39.95 PSX Dual ShockAsstd. 11/98 $28.95 World is Not Enough 11/00 $39.95 Gran Turismo 2000 10/00 $48.95 
Koudelka 07/00 $39.95 PSX Memory CardAsstd. 08/98 $14.95 X Men 3D Mutant Acad 07/00 $39.95 Kessen 11/00 $48.95 
LEGO Stunt Rally 09/00 $34.95 X Men Mutant Wars 11/00 $39.95 
| NBA Live 2001 11/00 $48.95 
Aidyn Chronicles 07/00 $59.95  ExciteBike 05/00 $44.95 Mad Catz Analog Whee! 05/97 $29.95 NFL Game Day 2001 10/00 $48.95 
Army Men Sarges Heroes 209/00 $39.95 — F1 Championship 09/00 $39.95 Madden FB 2001 09/00 $49.95 Oddworld Munchees Odys10/00 $48.95 
Fighters Destiny 2 06/00 $42.95 Mario Golf 64 08/99 $44.95 Onimusha Warlords 10/00 $48.95 
Castlevania Spec. Ed. 12/99 $49.95 Gauntlet Legends 09/99 $49.95 Mario Party 2 02/00 $49.95 PSX 2 Dual Shock 2 10/00 $33.95 
Command & Conquer 07/99 $49.95 Golden Eye 007 09/97 $38.95 Mario Tennis 08/00 $49.95 
Conkers Bad Fur Day 01/01 $59.95 Greatest Arcade Hits 1 11/00 $42.95 Mega Man 64 09/00 $54.95 Ridge Racer 5 10/00 $48.95 
Cruisin’ Exotica 10/00 $52.95 Mia Hamm Soccer 09/00 $49.95 Snowboard Superx 10/00 $48.95 
Dinosaur Planet 12/00 $59.95 Hydro Thunder 03/00 $49.95 Mickeys Speedway USA 11/00 $59.95 Tekken Tag Team 10/00 $48.95 
‘THE WORLD IS NOT] 'V64 Controller Asstd Color10/96 $26.95 Unreal Tournament 11/00 $48.95 
ENOUGH’ is a ist person N64 Expansion Pak 12/98 $24.95 Wipeout Fusion 11/00 $48.95 
| noatita adventure.) ‘N64 Rumble Pak 09/97 $19.95 | GAMEBOY ] 
| the EoousE nem e NAMCO Museum 64 11/99 $28.95 a a Move Millenium 08/00 $28.99 
Wat lil = “9 faa nga Pan ee NBA Courtside 2:30n3 11/99 $44.95 Cruisin’ Exotica 10/00 $28.99 
‘enemies while exploring NFL Blitz 2001 09/00 $54.95 Crystalis 07/00 $28.99 
over 10 new arenas & Ogre Battle 3 08/00 $56.95 Dragon Warrior 1&2 08/00 $28.99 
levels. Adversaries from4 Paper Mario Story 12/00 $49.95 
the movie & N64 exclu- Perfect Dark 05/00 $54.95  Gobs of Games 09/00 $28.99 
ave unaeadters ll Dale Pokemon Stadiu 03/00 $54.95 een ate oe 
on m 
Sata a N64 . gs ee Ready 2 Rumble Boxng 2 11/00 $52.95 NASCAR Racers 09/00 $28.99 
PSX adventure. Resident Evil Zero 08/00 $52.95 Perfect Dark 08/00 $32.99 
Scooby Doo 10/00 $52.95 
Donkey Kong 64 12/99 $54.95 Indy Racing League 2K 06/00 $39.95 Star Wars Battle Naboo 10/00 $56.95 Sydney 2K Olympics 09/00 $28.99 
Dragon Sword 08/00 $59.95 Jet Force Gemini 10/99 $45.95 — Starcraft 06/00 $44.95 Top Gear Pocket 2 05/00 $28.99 
Duck Dodgers 09/00 $49.95 Ken Griffey Jr BB 2 05/99 $49.95 Turok Shadow Oblivion 08/00 $49.95 Turok Shadow Oblivion 07/00 $28.99 
Earthbound 11/00 $59.95 Kirby 64 Crystal Shards 07/00 $49.95 WWENo Mercy 11/00 $52.95 Wario Land 3 07/00 $28.99 
Eternal Darkness 10/00 $52.95 World is Not Enough 11/00 $49.95 Warlocked 07/00 $28.99 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD 


$8. Price, release, availability, shipping times & offer not guaranteed & are | 


subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee | 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
per order” charge is charged once per order placed, the "per item’ charge is charged once 


Standard 
U.S. Mail 


or each item ordered and the “per shipment’ charge is charged once for each shipment we Per Order “ame 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to} Per Shipment $1.25 
computer Games Strategy Plus. Call for details. | Per Item $0.75 


Priorit Express 
US.Mal 


$2.00 
$1.00 
$1.00 


Express _ Mail To Mail To 

Canada ‘The World 

2 Day 1 Day 4-7 Days 7-14 Days 
$2.00 $2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 $2.00 
$1.00 $2.00 $2.00 $6.00 


POiv¥w) CwWwIDC @ Orre mr 


| 

‘GRAN TURISMO 2000’ Let's 
go racing! GT 2000 will give die- 
hard fans a chance to jump 
behind the wheel of over 500 
vehicles, each with unique 
attributes such as speed, han- 
dling and more. Drive around 
several courses in 3D interactive 
environments as you go for the 
ultimate speed rush!Using the 
calculation power of the 
PlayStation 2, the physics 
model is identical to that of a 
real car. Feel the speed as you 
maneuver through curves and 
shoot down straight-aways. 


a 


(2000 


PlayStation.c 


GRAN TURISMO 


Environment mapping creates 
broadcast-quality graphics that 
blur the line between game and 
reality. 


Sony (Simulation) 
Release: 10/00 
PSX2 


‘QUAKE 3’ Place yourself in 
one of 26 futuristic arenas 
where the goal is simple: 
kill or be killed. True Net 
play to waste Dreamcast & 
PC users around the world. 
Over 30 characters on 26 
levels; & up to 4 can battle 
in split-screen modes. 
Single, Death Match, Team 
Death Match, Capture the 
Flag, &Tournament modes. 

Sega sangeet 

Release: 9/0 

DC 


Dreamcast. 


Sega 


‘PARASITE EVE Il’ ~Join 
Aya Brea as she battles 
new enemies using new 
| weapons, solves puzzles, 
& interacts with new char- 
acters. Real-time battles 
with custom weapons & 
} armor, & a Magic System 
which enables Aya to har- 
ness the power of the ele- 
ments. 


é 
. 


ion} 


PlayStat 


Squaresoft 
nena 
Release: 9/0 

PSX2 


‘PLAYSTATION 2 SYS- 
TEM’ 128 bit system is 
backwards compatible 
with PS1_ software. 
Features 2 controller 
ports, 2 memory card 
slots, 2 USB connectors, 
an i.Link & supports 
DVD Video, audio CD & 
Dolby. Comes with Dual 
| Shock controller, multi 
cable and power cord. 
Sony fae aa 
Release: 10/0 
PSX2 


HES 


mj ‘POKEMON GOLD’ Red. 
"| Blue, Yellow & now GOLD!!! 
Over 250 Pokemon incl. the 
| Original 150. Each Pokemon 
leads to more variation, so 
J collect the critters & fight it 
out with others. 
Nintendo (Adventure) 
Release: 10/00 
Gameboy 
‘POKEMON SILVER’ 
Release: 10/00 


‘GOLD & SILVER HINT 
BOOK’ 


|‘LEGEND OF ZELDA: 


MAJORA’S MASK’ Link 
relives the same 3 days & 
nights, exploring his 3D 
world & interacting with 
characters like never 
before. Use his Notebook 
of characters, tasks & 
appointments. Solve puz- 
zles, find treasures, fight 
battles & discover the 
mystery of the Mask. 

‘MASK: HINT BOOK’ 


Nintendo (Adventure) 
Release: 10/00 
N64 


Happy Birthday to Us 


A look back at a decade of gaming, 
Issue 120. On sale October 10th. 


Dell’s Movie Studio 


# Intel® Pentium® Ill Processor at 800MHz 

128MB SDRAM at 133MHz 

30GB’ Ultra ATA Hard Drive 

17" (16.0" vis) E770 Monitor 

32MB NVIDIA TNT2 M64 4X AGP Graphics 

12X Max DVD-ROM Drive 

SB Live! Value Digital 

Altec Lansing” ACS-340™ Speakers with Subwoofer 
V.90 56K Capable® PC! Telephony Modem for Windows" 
IEEE 1394 PCI Card with MGI VideoWave?® III Video 
Editing SW, Dell™ Edition 

MS* Works Suite 2000 # MS° Windows® Me” 

w 3-Yr Limited Warranty’ # 1-Yr At-Home Service’ 


i 99 ez" E-VALUE CODE 
89115-500915v 
DELL RECOMMENDED UPGRADES: 


® Canon” ZR10 Digital Video Camcorder, add $899 
m Add 8x/4x/32x CD-RW Drive, add $199 


“tel 
nde 


pentiume!// contact us today 
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The Dell™ Movie Studio. 
Movie Making made easy. 


With our New Dell’ Movie Studio Solution, you'll be 
editing digital videos, adding soundtracks, selecting 
still images, and e-mailing your brilliance to the 

world faster than you can say “that’s a wrap.’ Dell 
Movie Studio comes pre-tested and factory-loaded 
on select Dimension” desktops, featuring powerful 

Intel® Pentium” Ill] processors. And, of course, it’s all 
backed by Dell’s award-winning technical support. 

De 
helps your family get the most out of your PC. For 


| Movie Studio. It’s just one more way Dell4me"™ 


more information go to www.dell4me.com/moviestudio 


D@LL @ 


-oition— the home version of the world’s favorite software. 
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build your own 


computer. 


[no safety goggles necessary.] 


Build your dream machine from start to finish by 
including any of the features you choose. 


With over 30 million potential configurations, you should have enough options 
to find exactly what you need for your system. And leave out exactly what you 
don't. Then again, with all of the latest and greatest technology at your fingertips, 


you may not want to leave out very much at all. Del 
desktops, or up to 750MHz on Inspiron™ notebooks, 


™ 


power on select Dimension 


ve 


offers up to 1GHz of processing 


allowing you to cruise at any speed you'd like. And maximizing productivity 
will be a breeze with up to 75GB? of hard drive space on Dimension desktops. 
Find out more about all of this and our award-winning service and support options 
at www.dell4me.com. And you didn’t even have to break a sweat, did you? 


DELL” IN: 


Design and Affordability 


# Intel® Celeron™ Processor at 500MHz 

# 12.1" SVGA TFT Display 

= 32MB 100MHz SDRAM 

= 4.8GB° Ultra ATA Hard Drive 

= Modular 24X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility”-M1 3D® Video 

# 26.5WHr Li-lon Battery with ExpressCharge™ 
Technology 

= MS° Works Suite 2000 ™ MS* Windows® Me* 

= 1-Yr Limited Warranty’ 

m 1-Yr Next-Business-Day On-site Service’ 


| 99 QQ E-VALUE CODE 
89116-800913 


As low as $38/Mo., for 48 Mos." 


DELL" NOTEBOOKS 
PIRON™ ; i 


Performance and Mobility 


# Intel® Pentium® Ill Processor at 7OOMHz 
Featuring Intel® SpoeedStep™ Technology 

m# 15" Ultra XGA TFT Display 

= 64MB 100MHz SDRAM 

= 5GB° Ultra ATA Hard Drive 

® Modular Removable 8X Max DVD-ROM Drive 

= 2X AGP 16MB ATI RAGE Mobility™ 128 3D° Video 

# 59WHr Li-lon Battery 

# Internal V.90 56K Capable® FaxModem 

= MS° Works Suite 2000 # MS° Windows® Me* 

= 3-Yr Limited Warranty’ 

= 3-Yr Next-Business-Day On-site Service’ 


2749 > E-VALUE CODE 
89116-800927a 


As low as $75/Mo., for 48 Mos.” 


Dell™ Inspiron™ 5000e 


Mobile Desktop 


@ Intel® Pentium® III Processor at 750MHz 
Featuring Intel® SpoeedStep™ Technology 

# 15.4" Super XGA TFT Display 

= 96MB 100MHz SDRAM 

# 20GB’ Ultra ATA Hard Drive 

= Removable Combo 24X Max CD-ROM 
and Floppy Drive 

= 2X AGP 8MB ATI RAGE Mobility’"-P 3D° Video 

= 79WHr Li-lon Battery 

# Internal V.90 56K Capable’ FaxModem 

= MS° Works Suite 2000 # MS* Windows® Me®” 

m 3-Yr Limited Warranty’ 

m 3-Yr Next-Business-Day On-site Service® 


I99 > E-VALUE CODE 
89116-800931a 


As low as $87/Mo., for 48 Mos.” 


DELL™ DESKTOPS: 
DELL™ DIMENSION" | Series 


Affordable Desktop Solution 


# Intel® Celeron™ Processor at 566MHz 

= 64MB SDRAM 

= 7.5GB° Ultra ATA Hard Drive 

# 15" (13.8" vis) E551 Monitor 

# Intel® 3D° AGP Graphics 

# 48X Max CD-ROM Drive 

= SoundBlaster 64V PCI LC Sound Card 

= PC Speakers 

= MS*° Works Suite 2000 # MS° Windows® Me” 
# 3-Yr Limited Warranty’*® 1-Yr At-Home Service* 


49 > E-VALUE CODE 
89116-500908a 


As low as $23/Mo., for 48 Mos. 


DELL" DIMENSION" 1100 Series 


Advanced Performance, Smart Value 


# Intel® Pentium® Ill Processor at 866MHz 

# 128MB SDRAM at 133MHz 

= 20GB Ultra ATA Hard Drive 

# 17" (16.0" vis, .26dp) M781 Monitor 

# 32MB NVIDIA TNT2 M64 4X AGP Graphics 

™ 12X Max DVD-ROM Drive 

= SB Live! Value Digital 

® Altec Lansing” ACS-340™” Speakers 
with Subwoofer 

= V.90 56K Capable® PCI Telephony Modem 
for Windows* 

= MS° Works Suite 2000 # MS° Windows”* Me” 

@ 3-Yr Limited Warranty’ # 1-Yr At-Home Service® 


i 99 ee) E-VALUE CODE 
89116-500915y 


As low as $44/Mo., for 48 Mos. 


DELL” UPGRADES: 


Printers: 
= HP® DeskJet* 952C — $249 after 
$50 HP® Mail-In Rebate (Reg. $299)” 
= HP® DeskJet® 932C, add $199 
= Epson® Stylus Color 740 , add $99 


Scanners: 

= HP® ScanJet® 5300C, add $199 after $50 HP® 
Mail-In Rebate (Reg. $249)* 

= HP® ScanJet® 4300, add $149 

= UMAX’ Astra® 2100U, add $89 


Power Protection: 
® Pro 812 SurgeArrest, add $39 


Software: 

= Ultimate Sports Pack Plus 
(Dimension™ only)'® add $99 

= Home Reference 4-pack", add $79 


contact us today | 800.677.6592 


DELL” DIMENSION” | Series 


Affordable Desktop Solution 


® Intel® Pentium® Ill Processor at 733MHz 

= 64MB SDRAM 

# 7.5GB?° Ultra ATA Hard Drive 

# 15" (13.8" vis) E551 Monitor 

# Intel® 3D° AGP Graphics 

= 48X Max CD-ROM Drive 

= SoundBlaster 64V PCI LC Sound Card 

= PC Speakers 

= MS° Works Suite 2000 # MS°® Windows® Me” 
# 3-Yr Limited Warranty’ # 1-Yr At-Home Service‘ 


99 ez) E-VALUE CODE 
89116-500908b 


As low as $25/Mo., for 48 Mos.’ 


DELL™ DIMENSION” xpPsB Series 


Cutting-Edge Technology 


# Intel® Pentium® Ill Processor at 1GHz 
# 128MB RDRAM &® 30GB’ Ultra ATA Hard Drive 
# 19" (17.9" vis, .24 - .25AG) P991 FD 
Trinitron® Monitor 
= NEW 32MB DDR NVIDIA GeForce2 GTS 
4X AGP Graphics Card 
# 12X Max DVD-ROM Drive 
# SB Live! Value Digital 
™ Harman Kardon HK-595 Surround Sound 
Speakers with Subwoofer 
# V.90 56K Capable’ PCI Telephony Modem 
for Windows" 
# MS* Works Suite 2000 = MS*® Windows® Me” 
# 3-Yr Limited Warranty’ # 1-Yr At-Home Service‘ 


2499 OD sissssane 
89116-500924y 


As low as $68/Mo., for 48 Mos.' 


Internet Service: 
# 1-Yr Dellnet™ Internet Access” with 20MB 
of Online Backup”, add $99 


Service Upgrades: 

® Dell’ Dimension™ Premier 3-Yr At-Home 
Service’ add $99 

® Dell™ Inspiron™ 3800 Notebook 3-Yr Next- 
Business-Day On-site Service’, add $149 


Payment Solutions: 
® Dell™ 48-Month Purchase Plan” 
@ Dell’ E-Check 
(Automatic Checking Withdrawal) 
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Includes Windows Millennium 
Edition — the home version of 
the world’s favorite software. 
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